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When they come to take 
your computer away, to stop 
you from hacking all the . 
secret codes and strategies 
that run the gaming world, 
make sure you carry on like 
a crazed-blood-thirsty- 
maniac so that maybe you 
have a chance to disappear 
into China or something 
before they find out the 
computer 

didn’t have a damn thing to 
do with it. 
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laser, a stomp move, a spin attack, the ability 
to push objects, the ability to manually control 
the camera and a first-person shooting mode. 
In addition, there are a number of power- 
ups that are activated by finding Potato Head's 
missing body part in a level. These include: 
Space the Ranger Rocket Boots (they temporarily 
allow Buzz to travel at much greater speeds), 
the Space Ranger Grappling Hook (Buzz can 
fire this to access much higher areas in the 
"Alleys and Gullies" and the elevator level later 
in the game), the Space Ranger Hover Boots 
(the Hover Boots allow Buzz to fly up to the 
highest locations in the "Al's Toy Bam" level), 
a shield and a power disc weapon. 

Buzz must fight off all of the evil toys while 
leading the boys on their search for Woody. 
In addition, you must find 5 Pizza Planet Tokens 
in every non-boss level. There are 15 levels in 
all, 10 of which have PP tokens, for a total of 
50 tokens. Early on, you only need to find a 
few tokens to begin opening up successive 
levels. Eventually, however, you will need to 
snag a higher percentage to continue moving 
through the game. Each level features a token 
that you will receive for winning some sort of 
race, one that you get by solving a puzzle, one 
for defeating an in-level mini-boss, one for 
finding five missing toys, chicks, or other items 
and bringing them back to whomever lost them, 
and the last token is awarded for finding 50 
coins and bringing them back to Hamm. 
Speaking of your buddies: each of them has 
a role to fill within the gameplay. Rex serves 
as the keeper of all knowledge. Just find him 
in a level and he will give you hints on how 
to find all 5 PP tokens. Slinky Dog will challenge 
Buzz to a race from time to time, or ask you to 
negotiate a tight track, etc. Then, there are 
Potato Head and Hamm, who's roles have 
already been defined. 

Everything works great until you get to the end 
of the game, then you are in for a let-down. 
Since the game doesn't require that you collect 
all 50 Pizza Planet tokens to beat it, you would 
think that there would be some bonus for 







collecting them all. 
get absolutely ZERO, nada, zilch, 
bubkus. I can't tell you how 
disappointing this was. Particularly 
after fighting the final boss in the game, 
which is a collection of three of the last 
mini-bosses that you see. It was a painfully 
easy battle and then, POOF!, game over. 
At least, in the PlayStation version, you 


when you beat a boss. The N64 game has 
been stripped of these, so N64 owners get 
less than zero. When are video game 
companies going to figure out that you 
need to reward the player handsomely for 
a job well done? I have absolutely no 
complaints about the gameplay over 
the 15 levels, other than the ease with 
which you can dispatch the bosses. 
The level design is excellent, the 
gameplay and control are solid and it's just 
pure fun playing from the miniaturized 
perspective of a toy — not to mention that 
you are playing as the coolest toy of all 
time. But the ending lets you know that the 
game had hit its deadline and was simply 
stopped to get it out on time. 


While I prefer the brighter, more colorful 
and faster play environments that are found 
in the PlayStation version of the 
game, the N64 game, while not at 
a standard of excellence with a 
Banjo-Kazooie or DK64, features 
graphics that are attractive, if a little 
on the fuzzy side. The camera can 
be manipulated with ease, which 
is a good thing since, if left on its 
own, it has a hard time keeping up 
with Buzz as you move him around 
a level. You never question that 
you are in control of Buzz 
Lightyear and it is obvious that 
TT and Disney Interactive have 
spent a lot of time making sure 
that Buzz looked just right. My 
main complaint, graphically, 
and this applies to many other 
N64 games and A Bug's Life, is 
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that the colors are flat and make it really hard lor your 
eyes/brain to establish any kind of depth perception. This can have 
an effect on gameplay, particularly when you are attempting a long 
jump to a pole or rod and you are trying to gauge when to pull out of 
the jump. Many times, you will find that you have misjudged the jump, 
simply because the shadows and change in level of detail weren't present. 


The music in Toy Story 2 is absolutely fantastic and among the best to 
be found on the N64. There is a lot of variety from level to level and 
all selections are consistent with the theme of the game. There is also a 
good amount of voice, all sampled from the movie. 


The developers have done a great job of designing a gameplay 
environment that takes advantage of the license, and have given the 
game enough depth to make it a fairly unique experience. This is mainly 
because of the level design and not a result of any great enemy or 
boss Al. It is one of the better movie games that has been done to this 
point in time and the idea of playing in the real-world from a toy's 
perspective, while certainly not the brainchild of TT or Activision (the 
game's publisher), is compelling and interesting. 


SHELF LIFE 

There is no two-player game and beating the game will profcx 
the average player about 10-15 hours, including collecting all; 

Planet Tokens. So, I can't really say that the game has an incredibly 
long shelf life. It is, however, still fun to go back and play after you 
have beaten it... so it scores a few points there. 


CONCLUSION 

While not an instant classic. Toy Story 2 is a very entertaining game that 
is tarnished only by its bad, bad ending. It will appeal to all ages in your 
household and has action/platform gameplay that is unique and fairly 
challenging. While it certainly won't challenge the mighty DK64 for 
consumers' hearts and wallets, it is a solid, entertaining game that does 
the license justice and that will satisfy even the most ardent Toy Story fan. 


























print ads it seems as if everyone and their brother has a web site, and that 
is part of the problem. Wouldn't it be great if you could connect to a "gamer's" 
internet? Something that only has the latest and greatest gaming info? Well, 
that's the promise behind Internet's new Sharkwire 
online. 


Based on GameShark technology, the Sharkwire 
is a hardware modem that connects to your N64 
via the cartridge slot. A keyboard adapter allows 
you to connect a standard PS/2 PC keyboard to 


Once everything is plugged in, you connect a phor 

wire to the Sharkwire modem and turn on th 

N64. The modem will automatically dial the 

Sharkwire service and connect. After 

connecting, you can browse the 

Sharkwire family of gaming 

sites or communicate ^ 












CODE 

800696530001 
800696630001 
8006965B0001 


At only 14.4k, the Sharkwire 
modem can't compete with a PC 
modem (which is typically 
running at 56k). Interact chose 
the slower modem in order to 
keep costs down. Because the 
Sharkwire family of sites have 
been optimized for the 14.4k 
modem, the system won't feel 
any slower than a standard PC 
accessing the World Wide Web. 

The sites available via the 
Sharkwire connection have all 
been approved by Interact and 
are guaranteed family friendly. 
According to Randy Cordon, 
director of marketing at Interact, 
the company decided to limit the 
Sharkwire to a set number of 
sites in order to control the 
content. This way parents 
wouldn't have to worry about 
the content. 


Get new codes instantly 


Sharkwire for awhile, 
get curious about 1 
Internet. 


Part of the reason the Sharkwire 
system is closed, is due to the target 
market, Cordon said. With the majority 
of expected users aged between 7 and 
14 years old, Interact wanted to keep 
the system simple and easy to use. 
''We're creating an Internet on training 
wheels". Cordon said. 


Interact has partnered with 
companies such as Camepro, 
Cameproworld.com, Prima, Tips and 
Tricks, lncite.com, Eidos, Fox Interactive, 
Capcom, Jones Soda, Airwalk, C-Shock, 
Arnette Sunglasses, Hoop it Up 3 on 3, 
UPN and Wrestlesite.com to provide 
content for the Sharkwire network. 
Internet's own Dex Drive and CameShark 
sites will be available through the 


"Parents can walk away from 
their kids surfing on Sharkwire 
on-line and know that they are 
safe. They're not two clicks away 
from 'hotbabes.com'," Cordon 
said. "Seventy percent of the 
information is gaming content 
focused." 


content on the Sharkwire 
consist of game reviews and 
■me codes, strategy guides, 
ormation straight from 
ng game companies, and 


. but only time will tell 
i viability of the system. 


Because the Sharks 
system — only 
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way that a PC user 
browses the World 
Wide Web. The differen 
sections of the site a 
connected by li 


section of the 


Although the majority of the site 
is information based — you will not 
be able to use the Sharkwire to play 
games on-line — you will be able to 
download CameShark code updates 
and Dex Drive save files from the 
system. The CameShark updates 
allow you to snag the codes directly 
from the site, save them to a memory 
card and then upload them to your 
GameShark. This way you won't have 
to spend time entering the codes 
in by hand. The Dex Drive save files 
can be downloaded directly to your 
memory card. You won't even need 
a Dex Drive to access this feature. 


ys. E-mail messages 
ito a memory card fc 


In addition to browsing the 
Sharkwire sites and communicating 
via e-mail, users will be able to join 
in on discussion forums. These forums 
will run the gamut from specific 
game discussion to general topics. 
By joining in on a forum, you will be 
able to post your thoughts for 
everyone else to see. 

At a price of $79.95 for the 
hardware bundle (modem and 
keyboard) and $9.95 per month for 
the service, the Sharkwire system is 
a little more expensive than your 
average game cartridge, but it is also 


Steve Pearson, general manager 
of Interact e Business and all around 
Sharkwire technical support guru, 
told us that the system will also allow 
you to e-mail your saves to a friend. 
This way you can show off a high 
score or trade data in games like NFL 
Blitz — which allow you to create 
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Internet service is provided by 
GTE Internetworking, which has 
local coverage in more than 95 
percent of the country, Gordon 
said. The Sharkwire service must 
be activated by a credit card, and 
the modem cannot connect to the 
system until it has been approved 
by a parent. Because the service is 
a flat-rate fee, there is no time limit 

Interact has some exciting 
plans for the future of the 
Sharkwire service, including an on¬ 
line store and electronic 
allowances. Although nothing is 
certain. Interact has expressed 
interest in allowing parents to set¬ 
up an electronic allowance. Parents 
would simply instruct Interact to 
charge a certain amount to their 
credit card each month. This 
allowance money would be put 
into a secure account accessible by 
the Sharkwire system. The 
Sharkwire user would be able to 
check on their account balance at 
any time. When they had enough 
money saved up they could use the 
funds to purchase gaming 


through the Sharkwire system. 

The idea of the electronic 
allowance is fairly radical, but if it 
comes to fruition it could be one 
of the coolest things to happen in 
a long time. It would encourage 
kids to save, as well as making it 
easy to snag the latest and greatest 
gaming goods. When you're only 
8 years old, it is kinda hard to just 
borrow the car for a quick run to 
the local games shop. 

The Sharkwire system will go 
on sale in Dallas, Minneapolis and 
Atlanta right after Thanksgiving. 
Residents of those three cities will 
get to purchase and use the 
Sharkwire system before anyone 
else in the country. If all goes well 
with the initial rollout in the three 
test cities, the system will go on 
sale, nationwide, on January 1, 
2000. Here at Q64, we can't wait 
to check out the final system. 
While modem add-ons have had 
limited success in the past (X-Band 
for SNES and Genesis, NetLink for 
Saturn), the Sharkwire has a 
chance to be different. Here's 
hoping the product is as cool as 
Interact promises. 
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ons why: the storyline, the 
play, the strategy, and the depth. 


can be transformed into new structures and 
vehicles. Each side is utilizing the alien technology 
to build advanced weapons. Equipped for battle, 
both factions will attempt to 


engage in armed conflict from 
which only one can emerge as 
the victor. Cool! 

Battlezone 64 offers three 
I action-packed modes of play: 
Arcade Mode—this mode 
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Know the 

Difference. 


This is Rayman®, star 
of the massive 3D 
act ion-adventure, 
Rayman’ 2 The Great 
Escape. Beware of 
cheap imitations! Only 
Rayman can save all. 
Only he can battle 
the invaders, ride 
the rocket, hurl 
fireballs, fly, surf, ski, 
climb, slide, and more. A 
world this troubled needs 
Rayman. So, beware 
of inposters! 








BTGA takes up a few years after the end of the 
original game (where you saved your wife and 
temporarily restored peace to. the nation after 
an apocalyptic event wiped out 99.9% of .the female 
population). You and your squeeze, Madison, got 
hitched and now havea little guy named Brandon. 
You awake from a dream one night to realize thqt 
there is an evil power out there that's about to 
dayous.ome harm. The Evil Queenlord (possibly 
a step-Queenlord — they're alwgys meaner than 
plain.ol ! . Queenlords) Cassandra, isroyt, to, stop 
you and Madison from achieving your do-gcpder 
goals. The evil Queenlord snags little Brandon and 
then wants to eliminate the two of you — she must 
be stopped, or the world (what's left of it) will 
become even more of a wasteland. Or £- 
something to that effect. The bottom line is that it's 
Up to you and your sparse tribe of Griffins (the 
name ofyour "gang") to hunt down this psycho- 
woman, getyour fed back (and, no; he's not a 
goat), and save the wodd, again. 

There. Did I forget anything? Probably, but just like 
with the Original BattleTanx, it's all about the 

—-- t gameplay. Anything else, be it 

I storyline, graphics, or sound f/x,- all 


that they had heard good things about BattleTanx, 
and that, evert though they didn't own the system, 
they would have to get one so they could play it! 
When a game strikes that kind of chord with game 
players, you know that something has been done 
right. And, what 3DO did rightwas toprovide 
BattleTanx with good old fashioned gameplay.- 
Fast forward 7-8 months, and 3DO has readied 
the sequel to their smash hit, called BattleTanx: 

' Global Assault. 


GAMEPLAY 

This section is aptly named for BattleTanx: Gbbal 
Assault (BTGA), because the strength of this title 
■;r:is in the gameplay! But, before I get too heavily 
I*, into the game's specific options and play modes, 
— me thinks a little background info-rnay serve 
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play second-fiddle to (lie intuitive controls, 
' lightning fast play, and edge-of-your- 
seat excitement that is the world of BTGA. 
After playing the first five or six levels of 
BTGA, I had'fhoughts that the game was 
simply more of the same (whicfrin this 
cpse, is a good thing), but with a few 
new power-ups added to the mix. Boy; 
was I ever wrong. After shaking the 
cobwebs loose in the ol‘ noodle, I realized 
that the level design and basic architecture 
of the game had changed greatly! first 
of all, there were no more of the "bonus" 
levels. These were simple little Goliath; 
■on-rails levels Were you just blasted away 
at oncoming bad guys until, they 
eventually overwhelmed you. The more 
points you scored on this exercise, the 
more extra tanks (or fives) .you would 
earn. This system of increasing your 
arsenal has been Completely eliminated, 
and in its place Is a new monetary system 
called 'Tank Bucks". You find Tank Bucks 


around the playfield, just likeVoudo the 
, other power-ups.'When found, thesepoinfs 
immediately get added to your account. 
After you lose a tank, you can select another 
tank, based on h'ow far you are into the 
game and hpw many Tank Bucks you have. 
Five bucks get you a basic Mototank or 
Inferno they're quick (especially the 
Motofcjnk), but their armor isn't so hot, so 
they bfow up real quick-like. Eventually, if 
you get for enough (there are 18 levels), 
you will be able to choose from any of the 
11 different tank’s, providing you have the 
cash to buy it. 

The coolest thing about this feature is that 
you HAVE to buy different tanks at different 
stages of the game, otherwise you don't 
stand a chance. For instance, when you first 
. start off one level, your,game-plan might 
be to use the Mototank to quickly take out 
all of the enemy tank generators (the things 
that keep pumping out the bad'guys' tanks), 


damage to the buildings as possible before 
, you get destroyed. You know that tank 
won't last long, so you justwant to try and 
■ takeout a few objectives with it, and then 
■pick a stronger tank for "round- 2", and 
iet the big guy clean up the messt 
, The second thing I noticed was that each 
of the levels is distinctly (pretty much) 
different. Last year, BT had basically only 
(hree types of levels, each slightly modified 
to make it appear different. Not so with 
BTGA, as all of the levels are unique, and 
onc.e yon get past the first two "baby" 
levels, you,will need some hefty strategy 
if youi want.to be successful. And, that's 
the beauty of BattleTanx, as you will find 
that each level is almost like a game within 
itself. On the Normal difficulty (the default. 
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and fight FQ^ ypu. Cpol. The f/x i 
the new Teleporter and flat^ethrow 
are equally flashy 


ity of trial & error fojigufe out what 
o first, where to go first, and get 
el for the enemy's locations-and 
rigths (What type,of tanks does it 


Gutter than the relentless blasting of ammo, there's nbttjtuch.lo 
spepk oft sound^ise. Although, the sound of the boaksinkihg 
is pretty cool (glug glug glug), and the occasional voice from the 
computer, letting you know that something bad is happening 


GRAPHICS 

Much like thebrigindl, the grtiph'cs depqrtn 
the Achilles heel of the game. However, I'm 


CONCEPT 

3DO did a terrific job with the levetdesigns hnd 
t the strategy required to defeat them (on the 
harder difficulty settings), ; so tbeyscore-point: 
11 for that. Also,-the storyline, for whatever reasor 
|| seems more connected to the levels and there i 
fi a flow from point io point, making the wholi 


i the sky), Plasma Balts, the Edge (famous 
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ar Solid. What N64-owning fan of this title 
ngly lool^d at this game and wondered 
'ill someone make a title like that for MY 
Well, your waif is over thanks to an 
ed'source/-^ Koei. Winback: Covert 


level and/or are wide Open), it becomes key that c 
you move through you take the time tp look arour 
— often you'll spot enemy soldiers advancing c 
your position; or you will locale items to collect'. Jeai 
Luc's basic control system allows him to Crouch, wal: 
crouch-walk, foil, run, reload, open floors,' pick u 
Stems, manipulate switches, computer keyboard 
switch between and Bre weapons as well as aul 
and manually target enemies. His special abilitie 
however, set him apart-from the average super sbldic 
When pressing the R button Jean-Luc enters q.firin 
Stance (this can be done while standing or crouching 
In this stance, Jean-Luc willautomajically targi 
anyone he "sees". It's important to notethe distinctic 
between whpt enemies you see on-screen and jhos 
that Jean-Luc "sees". While in yoOr firingpose yo 
can also use the .analog .Stick to manually targi 
Opponents and objects. When Jean-Luc sees a 
enemy soldier, you can use the bottom C button I 


orie is a winner! Take one-pbrt GoldenEye, combine 
with one-part Metal Gear Solid,, sprinkle' in a dash 
of multiplayer modes for additional fun cmd this 
recipe is guaranteed to bring you back asking lor 
seconds., Winback casts you in the role of Jean- 
LuC Cougar, leader of the advance team of SrC&t. 
(Strategic Covert Actions Team). A terrorist 
organization hastaken control of a deadly .satellite- 
based laser weapons system and destroyed the Center 
lor Space Development. They've issued their demands 





































Washington, D.C.'v<ill be destroyed by the 
GULF system and team members may die._ 
Initially you start out with only a handgun 
with unlimited ammunition. Yoy'l) be able 
to pick.up additional weapons and items 
. along the way including a sub-inachihe guo, 
shotgun, additional ammo, health items and' 
a flashlight (which can be attached to various 
weapons for missions in the dark). Many of 
these items can be found hidden inside of. 
crates that need'to be shot multiple times to 
destroy. A tutorial mode is available to help 
walk you through the controls. As if all of that 
wasn't enough, Winback offere e variety of 
multiplayer Versus modes including 
Deathmatch, Lethal Tag, Cube Hunt, Quick 
Draw, Team Battle and Point Match. Like the 
main Story mode, the multiplayed modes are 


measure, the fire button will act as an attack 
button if the enemy, gets too close fob. 
comfort. Additionally, you can plant and 
then remotely detonate C4 explosives. 
While initially daunting, you'll quicldy find 
the controls very intuitive. You're definitely 
going to need to learn them as you'll be 
■dealing with an army of terrorists, laser 
traps, 'switches, computer teij^iftals,' 
machine gun bunkers and various puzzles. 
All o’ these things you deal with as you 


. available depend upon the number of i 
players (some modes are qnly available for ( 
2 players). Initially the characters of ypur : 
strike team are the only available characters ! 
that can be u.sed in the multipldyer modes. | 
Advancing in the' Story mode unlocks 
additional.characlers that can be used in ; 
the Versus modes. Winback also offers a j 
few different arena's to play the various 
multiplayer modes in, including a few modes I 
thatcontain multiple levels. Koei has certainly [ 
stuffed Winback with a lot of goodness! ; 


attempting to reach the basement where 
the enemy headquarters is located and 
end ibeirthreat. Along the way cut scenes 
will play out the storyline as you and yOut 


GRAPHICS 

Winback doesn't use the Expansion Pack, 
and while an adequate job is done creating 
the environments, it probably would help 
dear up some of the fogging problems that 
































. As your heallh decreases, lhough, 'Sj; 
ige and pick up to add art almost frantic 


I your chart 








































(lor p few close-friends to gel toknoW each other. 


CONCLUSION 

Winback has;q lot Mi offer action fans — it features multiple endihgs, multiple cutscenes for the same situation, (depending on hqw quickly you 
the area), multiple gameplay modes and 3 levels of. difficulty. While it doesn't havethe spit and polisheta GoldenEye or Metal Gear Solid, Ka 
.done a fairly good job On a tide, that had been delayed to the point that many wondered whetherit would see the'light of day! ' ■ 
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pad, digital control, whatever you want to call the darn 
thing that ISN'T the Analog Stick!). Successfully stringing 
together a series of moves changes’ the color of'your 
Altitude Meter from cold to hot As you gefhot and 
then finally reach the flashing "Special" indicator, you 
will'be able toemcute your wrestler's trademark finishing 
move, And, in a twist of ultimate irony,you’can use. 
your opponent's finisher against him! Sweet! 

Though a bit light on gameplay modes, what is 
available is solid and will keep you entertained plenty 
long. Exhibition is your main versus mode—there are 
a variety of-matches here, including Single; Tag, 3- 
Way and Cage. Select your match and then you can: 
choose an arena, including Raw is Wap Royal Rumble, 
;,Survivor Series and WrestleMania, to. name a few. 
WrestleManiq probbbly features the least amount of 
arenas, when compared to all the previous \VWF 
games, with only seven available. After selecting your 
venue, you'll see options induding whether humans 
or the' CPU controls the wrestlers, match type (belt or 
nontitle match), time limit, ring outs, and bloodshed, 
lit regards.to participating in a title Vs: nontitle match,, 
you have the ability to create yOur.own belt by choosing 


in the ybar, and everyone wondered if they would be 
able to top their,own WcW/nWo Revenge, a highly ’ 
regarded title and owner of the label "most playable 
wrestling game". Acclaim's WWF: Attitude'prSviously 
set a .high benchmark in wrestling games with'its 
mcredible entrances and option-intense Create-A- 
Wrestler mode. Well, now that THGhhas the WWF 
license, THEY have set a new standard for WWF 
games, and wrestling games in general. WWF 
WrestleMania 2000 is THE wrestling title. , 


GAMEPLAY 

WWF WrestleMania includes over 50 wrestlers, tons 
of options, solid gameplay modes, an innovative career 
mode and Create-A-Wrestler mode that is easily on 
JggiJlff not above) the one found in WWF: Attitude. 
WrestleMania uses a modified WcW/nWo Revenge 
game engine — the main benefit being the ease of 


with an opponent (using a strong or weak grapple), 
then pressing a button (usually the A or B button) 


it, and then defend it in every 































you to create your own Pay-Per-View (i/hi). 
Road to WrestleMania is the career mode 
and it is ao-qmbitious undertaking. Chobse 
your favorite WWF wrestler and participate 
-in a FULL YEAR'of wrestling in your quest to 
gain tlte plethora of championship belts. Of 
course, once you become the champ (no 
small lent, to be sure), youwifl have to defend 
the various WWF titles, including the 
Heavyweight title, culminating in the premier 
WWF event, WrestleMania Along the way 
; you'll face.various opponents in handicap, 
tag, hardcore, and even cage matches. What 


then later challenging you to a (natch on a 
future Shaw—how cool is that?! Pay-Per-Views 
are handled in o similar manner, with the major 
. difference being that you need to have 
successfully won (and held on to) or become 
the #1 contender by the time'you reach 
WrestleMania. Another interesting ahd lifelike 
aspect is that at Ony point during your career 
you Could receive a title shot. This makes the 
career mode seem more fluid, and "realistic" 
than the standard set number of matches to a 
title shot — the way mpst of the previous 
wrasslin’ titles have presented |)ie feature. 
Another big plus that WrestleMania 2000 has 
going for it is the fact that the Al sefems to have 


get you out of trouble (although the opposite 
is also true, making it tougher to finish off a 
: guy while another one is thqre to rescue him!). 
Create-A-Wrestler mode is always o favorite, 
and this one will be no exception — in fact, 

number of'options waiting for you to choose 
from and peruse — physical appearance, 
theme music, video clips, reaction to blood, 
how you enter the ring, who comes down to 
the ring with youj and do2ens of more 
selections. You even have the ability to done 
a WWF star and then modify him to suit your 
own needs. Ready to choose your moves? 
You have thousands of taunts, reversals, 
attacks, submissions, and'more available 



































The in-game sound f/xflon't seem to have 
improved as much as the other aspects. 
All wrestlers have their authentic music, 


d songs netplaying through your speakers with the full volume \ 
I you would, expect. WrestleMania also features pretty basic 
rowd noise — thechants.for individual wrestlers and moves 
(such as featured in Attitude & Mayhem) would have beeun 
JV a-iiice addition; Maybe next timel 


CONCEPT 

WrestleMania 2000is a solid package—anothe 
incredible attempt to bring yob jhaf much dose 
I to actually watchingWWF wrestling on TV. Beir 
f able to see the'wrestling card for each-show, as wi 
I as having runrins and then challenges based c 
those run-ins, is iustthatmuch more of a step u| 
toward the reality of the WWf. In concept am 
xecution, WrestleMania 20QO is brilliant. 


SHELF LIFE 

Prepare to havOthis title take over your life.: Sell off your other 
s, because they won'tget dose enough to your N64 to be played! 
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and right, jump over obstacles, shoot at enemies, pick 
up powups, etc. The strong point of the Earthworm. 
Jim titles from the past has been the great sense of 
humor. They seem to have an infatuation with barnyard 
animals, especially (but not limited’to) rows-Bovines; 
often become weapons or obstacles, sometimes 
dropping out of the sky lor no other reason than the 
developer thought it was fenny, If you can get into the 
idea of a superhero worm using itself as a whip 
with a sidekick puppy fighting a mad scientist who 
has an upside-down monkey on top of hjs, head;, then 
there's a lot of fun to bo had with the series. 

Now, lor his third outing, Jim has moved his platform 
shenanigans into the 3rd Dimension — 3D that is. 
Earthworm Jim. 3D starts with Jim getting hit (as usual) 
by a hurtling heifer. This time the worm superhero is 
knocked unconscious and taken to the hospital. Now 
for anyone to get knocked unconscious is a'serious 


thing, but keep in mind that worms have 


4 brains! Your job is to guide Jim i 
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journey through his mind to'collect his 
marbles while picking up the "golden udders 
of lucidity*. Once you do, Jim can return to 
the land of the living to fight crime and 
do whatever superhero worms do. Of 
course, things won't be that easy — his 
unconscious mind is remembering all the 
fierce villains from his past, including Psycraw 
and the dreaded Bob the Goldfish. 
EEMKKK! It seems only Jim's good buddy 
Snott, his pet booger, is there to help.him 
. along the way with advice and hints. 

We have all played many 3D platform 
games. The reason many of us bought a 
N64 was to help Mario and pals run, jump 
and throw their way across interesting 
landscapes. So, you might think, you could 
just grab your controller and be a master 
at this game. After all, it's jyst another 
platform game.... WRONG. Control is the 
first mistake the developers made with this- 
game. The granddaddy of 3D platform 
games |Mario64} set the stage for how the 


buttons are, how to change camera angles, 
what to do to crouch or jump. Most platform 
games are smart enough to follow the lead, 
with a few innovations here and there (Zelda's 
great Z button targeting system for example). 
In EWJ3D the Z button fires, the yellow down 
button whips, the A button jumps and the B 
button crouches. For some reason this setup 
takes a long time to get used to; I don't know 
how many times I jumped when I meantto fire. 
To add to the confosion, pressing the R Button 
sets the camera behind you. Oh yes, the 
camera. Let me tell you about the camera 
position. In a word) it sucks. There are way 
too many times in this game when the camera 
is stuck behind a wall as you hear poor Jim 
getting his brains beaten out. Oh, wait a minute 
— the action takes place inside Jim's brains. 
Well, you get the idea. Get to know ihe R button 
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CONCLUSION 

It's greoMo see Tarthworm Jim back and in 3D) The wackiness is here, all the great characters are here, and ills just too bad there's not agree 
together. The gghteplcty has all been done before, gad in betteraction platform games. The camera angles often interfere with the gameplay.t 
The sound gndgrgphics are average — nothing to write home about. To top it off, the difficulty level ramps up a little too soon and gets to a 
early in the game.! It's a shame because the N64 should be able to crank out good option platform, games',-But instead we are-stuck with game 
there". Had Rockslar spruced up the graphics and sound a bit and tweaked the gameplay to 'make if a little.easier, this could Ijave been a bet 
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•One of the more pleasant surprises at E3 ( 
with no prepubiicity. Midway's Ready 
knocked the socks off the assembled n 


follows in the hallowed tradition of boxing videc 
games by having very little to do with real boxing 
and everything to do with outrageous arcade-style 
play, it will come as no surprise that a Ready 2Rumble 
Wrestling game is in the works as such a fife is c 
kindred spirit to this. 


The standard Arcade mode features one of initially 
thirteen fighters to chose from. The.fighters are from 
all around the world and include such places as 
Thailand, Saudi Arabia and Croatia. The major 
component of the game is the Championship model 
Here yoy must take your raw fighter and proceed 
through ten fighters at each level..These levels are 
progressively more difficult and are called .Bronze, 
Silver and Gold.- However, it is not as easy as that. 
Each fighter gels twenty fights in which Ip pass through 
a fevel, ten.of which must be victories in-the mis¬ 
named "Title Fights" against those on the ratings 
ladder! Each fighter, ten through one, must be defeated 


rideo game, let alone a boding title. And ye 


s Afro Thunder, Tank 
• are stereotypes of 
i have seen from the 


asher, and. Lulu Valen 
' boxing character? tha 


i't defeat the number one fighter 


ith a surprising number .of in-game options. Not 
only are there three skill levels, but the number 
of rounds and knockdowns before a win. can 
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animation rather than a smooth flowing 

•• . \ *’9 h,er f' nn 9 from a* angles 

' Michael Buffer is everywhere, which 

If is not surprising when the game is named after his well known 
f [ phrase. Apart fromhis role as the announcer. Buffer also turns 
/ up on banners and as the; center graphic in the ring. Prise Fights 
f take place in a sparse gym while-fee Title Fights are in filled 
s' arenas. The crowd is very two dimensional, but this is 
noticeable only before the fight of when a round begins. \ 

Once into the.fight; the total focus of the game is J 

onlhe boxers and the background becomes a none /j 


the Ready 2 Rumble franchise continues ig , jf wKfU 
next year and further on, this should be SF’/lffff pifcaSi 
addressed. That said, when the only real .. 

concern is that there should be better ' r ' ' fw ' ''- W;,OTK ’ 
music and souh'd bytes, thfi ybu know.you'reiplc^ing grwinner. 


CONCEPT \ 

Boxing on the N64 is a little like the buses in San Francisco. 1 
You wait ages for one and ihentwo.arrive .at once. While ! 
this can be attributed to a number of factors, including 
the overall lack of poptildrity of the sport, it is nice 
to see that after a sustained drought that both 
Knockout Kings and Ready 2 Rumble have made 
their way to the platform. With the lack of popular 
i fighters, the extreme arcade route is a smart move 
1 by Midway. The "blilzification" of each sport now 
seems Standard and Midway does this the best. 

SnB// SHELFUFE 

Midway has a history of depth with their fighting 
games and this : is : just as true With Ready 2 (tumble as 
*fg &'' >t is with Mortal Kombat. Tradilionqfljrpyou can win the first 
fewbattlesusingronlypn'e,prdtnhosj,two,moves,butthehyOu j 
have to jearn the advanced moves to beat the game. Here, the 4 
Championship mode is a distinct challenge and fellows the formula / 
to a tee.lt isn't Hagler, Hearns, Leonard and Duran and sometimes II 


SOUND 

Ready 2 Rumble takes a fairly minimalisMc 
aporoacn to the music T he almost cheerleader- 
Ike chant of "Let s get reacy to rumble' could nave 
usee a little bit more variety However the drum beat 

is quite pleasant and yet unobtrusive. Midway gets 
. the most out of Michael Buffer's trademark, "Let's get' 
i Ready to Rummmmmmmmmmbbbllllleeeeee" at.the beginning' ‘ *^6 
\ of each fight along wife fee fighter introductions. At the end of fee 
1 contest, each fighter fia'S.onlyrbne'br two Taunts, and this does - 
rather repetitive. 

v\ •Probably more than qnytbing.else, this is-the area that pa 
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s fighters with this kihchof depth, but it'll more than dc 


CONCLUSION 

The Ready 2 Rumble series is in the process of single handily r 
is indicative of the public's general apathy with boxing and i 


ssurrecting boxing as a legitimate sports franchise. The fact that it is so arcade extreme 
Merest in the more theatrical wrestling world. While those of us who love boxing and 
ady 2 Rumble provides slam-bang arcade excitement. With a great two;playermode ( 
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leamountofTribals ttiatwere saved, 
he game starts with the character Juno, who 
raks a bit like a cross between MegaMan and 
peed Racer. As the game progresses, Juno 
nlocks (literally) his sister Vela, their dog Lupus 
nd eventually Flayd the robot (a co-op-only 
larqcter): 'Control of characters is fairly, 
raightfprward—the analog.stick moves him in 
II directions and the Z button fires his blaster (or 
batever weapon ,ybu choose]. The A and B 
uttons cycle through the available weapons and 
pens creates, the yellow left andmght C buttons 
snhol sidestepping while the character is firing, 
le yellow up and dawn C buttons control jumping 
nd crouching. This configuration isn't really the 
andard setup because the "primary" A and B 
uttons aren’t used as much as they are in other 
ames, but if works well. An interesting feature 
F the controller setup is the often forgotten "+ 
rntrol pad", which can be used as hot buttpns 
i switch to your favorite weapons. This isn't 
imething you really need to do, but I credit 


also created by the best developer for tf 
l — Rare. When Rare releases a game, il 
illy a safe bet that it's worth a purchase. The 



























time. Hold the fire button down and 
shooting rate slows, forcing the play€ 
Ovoid a heavy trigger finger, Amm 
limited, butthere's always a recharge i 
at the right place and enpugh to take < 


shots before reloading), 
appear from time to tim 
conserve.that heavy-duty c 







































great layout. I wish the game woulckhave' utilizer 
the expansion pack for higher resolutions, but all 
in off the graphics fitthegame.well. i 


and there's always motivation to keejr m 
forward to find out. what happens next. 


SHELF LIFE 

| The shelf life of JFG is good. The game 
If with one character and the player unlocks. 
I characters as the game progresses. This 
the interesting storyline^ gives incentive to 
playing. Those who strive for perfection can 
svels over and over to try to get the best s; 
he lowest tim&whjle.explpfing for mote seci 
mje's boili-in memory keeps track of eurr 
ere is a lotto do inThis gome so-you rtij 
iur N64 for a while. 


JFG boosts one of the best soundtracks of a N64 | fjP| MM 
game, ever..The music is well orchestrated, often V Vl I ip j’ 
reminiscent of the Terminator movies. The 
explosions boom and the weapons have a nice'.rO^#,^H 
"kick" to the sound, best of all, the game has o ' < f 

[ feature that I wish more games had—folby Surround. 

I If you don't have your N64 hooked up to p Dolby Pro-' 
y Logic stereo, you should! Onceyou hear tfie-soUnd of an enemy 
ship soaring overheador a door dosing behind you there's r 
»\ turning back to TV speakers. More games should sound i 
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accumulated'will decide your place in Hie standings 
If you obtained enough points, you will be able 
to make it to the next race, arid so the trend continues 
until you beat that particular difficulty-setting. In 
h nutshell, that's the Destruction Derby world. 
Now, numerous changes have been made to the 
■way Destruction Derby plays for the N64,and this 
is where you'll probably encounter the cries ol 
"FOUL")rom,lang-tinrte DD players.lfyou're new 
to'the game, and .DD forlthe N64 is the only 
experience you'll have with the series, then you 


of developer Looking Glass Studios to create a til 
that would (hppefullyhliveupto its PlayStatic 
heritage, let's take a look and see if everythin 
came together the way those who loved Destructic 
Derby hoped it would. 
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claim has had a rough year with their sports 
mes. If you go.back to last year's NBA Jam 
through this year's NFL QB Club 2000, the 
ly game they've done which truly stood out 
IS All Star Baseball 200Q. Last year's Jam was 
nost unplayable {way loo slow, among other 
ngs), and this year's QB Club is just about 
i worst football game we've ever run across, 
rtunately, ASB 2000 is one of the BEST 
seball games ever made {and if you had the 
sfortune of buying EA's.Triple P|ay 2000 this 
st summer; do yourself a favor and pick up 


GAMEPLAY 

I must admit it— I was dreading the fact th 
I had to review this game. Seriously, alter wh 
happened to QB Club, I thought for certain th 
































year, as guys seem to have a few extra 
inches in their vertical jumps. It's not 
like the arcade mode, but the players 
jump noticeably higher than they did 
last year. One of the things I've always 
wanted in a hoops game was for big 
guys to take an offensive rebound and 
just go straight back up and flush it: 
I'm glad to report that they do it in Jam 
2K. I'm also happy to say that "tip- 
jams" are prevalent in the game. There's 
nothing like seeing your teammates 
crash the boards, and slick the rebound 
back ibrough without first coming down 
with the ball. This makes for some 
. amazihg highlights—Kidd misses the 
outside jumper, but Gugliotta comes 
flying in Irom the right side and stuffs 
the ball in over two defenders! 

The a-cade mode, or in this case, "Jam" 
mode, has been changed to be 2-on- 
; 2 duly, after the arcade's namesake. 
No-more 5-on-5 jam, which didn't 


rim and then bounce OVER the 
backboard (thus being an "out of 
. bounds" violation); and manymore. 
The computer Al is also a worthy 
opponent, as even on the Rookie level, 
you'll find that beating the good teams 
is a challenge. 

My main complaint wilh NBA Jam -2000 
■is-the (act that the buttons don't react 
quick enough to your input. On defense, 
your guys don't jump when you push 
the button — they jump a couple of 
seconds later And, on offense, when 
you want to switch to the guy closest to 
the hoop (after somebody launches a 
bomb), there's absolutely no response. 
Another item which could use some 
fixing, is the free throw shooting -r it's 
a painfully slow process, watching guys 
s-l-o-w-l-y dribble before they shoot — 
it takes about a minute to get through 


higher detailed players. Because there's 
only four guys on the floor at the same 
time, Acclaim was able to increase the 
polygon count in the players, making 
them more life-like. The Jam mode also 
features tons more dunks than it did last 
year, and it seems as if you see something 
different every time you go to the hoop. 
What really separates Jam from Live, 
besides the freedom of movement, is the 
fact that there are tons of different 

hoop games before: guys getting stripped 
as they go in for a dunk, yet Ihey continue' 
up in the air and eventually just hang.on 
the rim; or monster rejections-from the 
big guy where you can literally FEEL the 
impact of the swat; balls that hit the front 
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estrided to the number of i 


moke based i 


CONCLUSION 

NBA Jam 2000 has its share of problems that keep it from being an 
experience: If you ehjoy fast and fluid gameplay, and a random elemi 
the game after five minutes of play, .then you'll appreciate all the detai 


imazing basketball game, but as it slai 
nt that keeps you from knowing everytl 
and subtleties thaf can be found in the 
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It's hard to believe that NBA live 2000 is only ! j 
the SECOND hoops game that Electronic Arts ! 1 
has made for the Nintendo 64 oonsole. Certainly, * f 
when compared to the fact that EA has released j I 
FIVE NBA Lives (or the Sony PlayStation, the I I 
small sum of "two" makes you wonder why the j 
N64 has been "dissed" by EA. Of course, if * j I 
you have a PlayStation AND a N64 and have [ 
played both versions of Live, then you know that [. 
the N64 vet starts pale in comparison. Electronic [ [ 
Arts had the same problem during the 16-bit j j 
days of the Genesis and SNES; no one in their ! j 
right mind would rather play a SNES version j - 
of their favorite EA Sports game than play the j i 
same version on the Genesis. And, so, if is the I j 
same today as it Was back then — the N64 titles • ■ 
just can't compete with their CD based cousins, j ! 


I | the rookie level, you should be able to access 
1 f him rather quickly, if EA really wonted to make 
i j obtaining MJ an actual challenge (and therefore, 
l ‘ an actual reward), you would only be able to 
I [ access- him once you beat the computer on' the 
! | Superstar fetal. Butalhal's notthe case (and even 

| at the Superstar level, it's not too loughjusi 

| I pick a guy who can hit "3's"). It's unfortunate 
i that the only reward you get for playing .this 
j game can be achieved in about 2 minutes. The 
I | PlayStation version of Live 2K, on the other hand, 

[ I offers multiple challenges, thanks inpartto the 
i j inclusion of 40+ all time greats, like Wilt 
| Chamberlain, Larry Bird,. Julius Erving (Dr. J), 

| ; and Magic Johnson. It's a shame the the N64 
i game didn't get these players, because it really 
i ; adds much more depth and uniqueness to the 
[ i game. Oh well, maybe next year! 

| | The l-on-1 mode is a blast to play against a 
I friend, but against the computer, it leaves a lot 
to be desired. First of all, the computer player 
j (it doesn’t matter who you play against —Shaq 

| or Chris Dudley) will not allow you to drive past 


GAMEPLAY 

The main attraction (and the best new feature) 
for Live 2K is the "One on One" mode, where 
you can take on Michael Jordan, out on the 
playground! If you beat him in a game of 1- 
on-1, you'll be able to unlock his character 
and use him in any of the game's other play 
modes! Since you-can easily defeat MJ on 
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yet it's impossible to get post the guy. 
The only way to dp so is to attempt a 
"head fake" when you first get the ball 
at. the top of;lhe 5-point line. If the guy 
bites and jumps, then you can get past 
him and go in for the slam. The 
computer falls far the head fake about 
10% of the time. The next biggest issue 
lor the single player is that the computer 
NEVER jumps fora rebound — the ball 
just magically lands ih his lap. What 
the heck Is that all about? And, despite 
the fact that you're jumping up and 
•down like afoot trying to get the board, 
you almost never will. It's the most 
bizarre (ok, one of the most) thing I've 
ever seen in a hoops game! 

The other gameplay modes in live 2K 
are all back from last year's game: 
Arcade, 3-point contest, Exhibition, 


jnclude higher flying dunks/and a ball 
that catches fire, when a-player gets on 
a shooting streak (a nice, original touch 
— not), and "hot spots" that randomly 
appear on the court. If you Iqunch your 
shot from that spot, then it'll go in — 
no.matter how far away you are (it's a 
pretty cool addition)! The arcade’mode 
is my favorite gameplay mode in Live 2K, 
which is not something I thought I'd ever 
say, but the sim mode just isn't much fun. 
None of the many camera angles gets 
you close enough to enjoy the action, 
and, on the higher difficulty settings, there 
; just isn't a good flow to the action. The 
sim mode also loses points because of 
the dreaded "EA Bump". Try getting 
around the guy defending you, and most 
of the time you will end up getting 


vby an opponent: This is a problem that 
has plagued Live games for years, but 


ny twisted way of thinking, the arcade 
node should pretty much be one dunk 
ifter another — with the occasional 
trey" launched from the hot spot. Why 


backward, as the ball bounces i 
only to be picked up (99% of the 


Acclaim game offers a better (c 
FUN) sim mode, and the arcad' 
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you keep coming bock to continue your 


i Hie simulation mode, but you will break it out to play yoyr friends in a little 1- 


CONCLUSION 

In a shocking twist, NBA Live 2000 falls short to the competition in both the arcade and sim gameplay modes. The. sim mode gameplay 
is sluggish and repetitive, but the arcade experience is entertaining and the 1 -on-1 mode will be a hit with your friends. Not the best game 
of hoops in town anymore,hawever:, as a total package, the game does offer up enpugh.fun to make it a worthwhile title. 
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CMs Luv Shack 


Acclaim is certainly getting the most out of 
their South Park license. Within the course 
of a little more than one year, they will have 
released three games under the banner of the 
popular Comedy Central TV program. Last 
Christmas, Acdairr. released South Parle (based 
on the Turok engine) and this Christmas sees 
the release of a party game based around 
trivia questions and mini arcade-style contests. 
Soon, South Park Rally will join to form the 
final piece in Acclaim's South Park trifecta! 
Now, we're sure that most of you are aware 
of the B-52's song "Love Shack" (although the 
best song from that album — "Cosmic Thing" 
— is the groovy "Channel 2") and the first lime 
the B-52's introduced you to the "Luv Shack" 
you thought it sucked and you'd never want 
to go (although, in her prime, Kate Pierson 
was one hot mama). But, now, South Park's 
Chef has brought new meaning to the "love 
getaway" in South Park: Chef's Luv Shack. 


hose the number of players, which of ihe (pur 
outh Park kids you want to be — Cartman, 
tan, Kyle, or Kenny—and hoy many rounds 
ou want to go — quickie (2), fore play (4), 
lood luvin' (6), or hot & heavy (8). After that, 
's off to.a trivia-style game show format, that 
rill test everything from your South. Park 
risdom to whatyou know about the'91 Denver 


GAMEPLAY 

Chef's Luv Shack is, at 
trivia game. Of cours 
t with South Park fans, 


t its heart, a simple 
re/ that wouldn't fly 
, so there's a, bunch 




























30 porrrsl 


■ frssh is the multitude of m!ni- 
5, In all, there are 18, and they 
'etfy much all derivatives of 80s 
[e classics. Chefs Luv Shack will 
iou a ’randomly selected roini- 
in : between each round. Every 
l these games features characters 
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EAT THIS! 

























/ Shack is good for what it is — a fun multiplayer party game: The trivia is varied enough and inferestinj 
i blast. This' is definitely q crowd pleaser for any group of South Park fans, and if you're not a big suppo 
may even have the power to convert you! The bottom line is that if you like South Park (the show) and 


South Park: ChePs 
the mini-games ai 
thfe shovv,-this",gar 
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“Video games Were 'originally created as an 
alternative to traditional games.Thebeautyofa 
video game Was that you didn't need'another 
player to drijoy them. They could be taken on sob 
if need be,-or if you'had-some friends handy, in 
a group/Video games were meant to be the 
ultimate entertainment medium, they were supposed 
,fo .do away with board games. Strangely enough, 
not-qnly have board games hung around, but 
the/ve invaaed.the,video game realm. Games 
such as Mario Parly are based on the dassic notion 
dfaboprd game. Everything from game board 
to player pieces and'dice are included with the 
virtual game. And while the virtual gqmesdo 
include opponents, they are still'.much more fori 
to.play with real opponents Oraund.This is the 
case with Mario Party and it is alsolhe-cHse.with 
Monopoly. 

GAMEPLAY 

If you aren't fartriliOrWith Monopoly, it is a real 
estatetrading gafflein.Which the player's vie 
for control of the board. The ultimate goal, is 
fA to;Win by bankrupting your opponents and 
|m obtaining 0 complete monopoly (Bill Gates 
must love this game). 


Those of yotr that have played the board game 
know what to expect. This is an extremely faithful i 
rendition of the original game. Up to four players, . 
can play thegame, and it can be any combination | 
of human and CPU opponents. CPU opponents 
can be assigned one of four different Al types — 
cautious, bald, norma! or intelligent. Unfortunately,, 
despite the settings, the CPU isn't all that hard 
to beat.. 

Veteran players wilf-find-that luck does have a 
bit to do with it, but the CPU players also have a 
distinct lack of trading skill. Occasionally the CPU 
will offer you a trade, but the computer players 
will almost never acceptja trade,unless it is J 
something they have totdo in Order to stay in-the 
game. If you offer a trade to aCPU player, it will 
either be accepted or denied. The CPU will never 
offer you a counter, trade: ft is also rare to'See I 
the CPU Rlcryers trading with one another. I played i 
Tnorethan a few single-player games against two : 
or threfoCPUfopponents, and the computer never 
really made any intelligent moves: They would buy- 
whatever they landed on (assuming Ibey had the . 

cash), even if they could potentially i 
garner the third property of their 





























something lame like $40.00 for Park 
Place. ■ Please — I've already got 
Boardwalk, I land on Park Place, buy 
it,;and then it thinks I'm going to give it 
up for $40! Insanity, man, just crazy! To' 
sum it up, for the more "mature" gamer, 
playing against three computer dudes 
(on the highest difficulty setting) is akin 
to playing against the Three Stooges 
— without (he comedy! 

If you do manage to snag some human 
opponents. Monopoly becomes a much 
more enjoyable game, simply because 
the competition is suddenly so much belter. 
Human players will go at each other like 
a .pack of wolves on an injured deer. 
Whereas you can reliably predict the 
actions of the CPU/players, what a human 
opponent will do next is anyone's guess. 
Monopoly has a good selection of the 


most common house rules available if you 
chose to use them. House rules are player- 
created rules that are not officially in the 
game, but have cropped up over the years. 
House rules include: putting alj of the tax 
money in a pot to be collected by the next 
player to land on Free Parking; collecting 
double money if you land directly art Go; 
not being able to collect rent while in jail; 
not allowing property auctions; and having 
. to go around the board once before buying 
any property. Although you may never use 
some of these rules, they do make for some 
interesting variations on the game. There 
is also a pretty good chance that any house 
rules you use are herS, which means you'll 
be able to play exactly hovryou choose. 
Because Monopoly games can easily take 
an hour or more, the developers included 
three options for those with short attention 
spans. The first is the aptly named short 
game. The short game modifies a lew rules 


and starts everyone off with some property. 
The short game can typically be played 
in half the time of a regular game. The 
second is a timed game, which fixes the 
game Jime. When time is up the richest 
’ player wins. Finally there is a save option. 
This allows you to save a game to a 
memory card and return to finish later. 
Despite the pluses,, there are a few 
annoying bits to the game. The first is your 
inability to deal with a CPU player who 

of the game, if yoo find yourself in a bind 


disadvantaged pic 
wanted properties 
here. If a CPU play 
cash via mortgag 



















CHANCfc 


BtWT $35 
(1) $175 1.2) $500 

(3) $1100 1.4) $1300 

With HOTtL $1500 
Mortgage value $175 


"■Mi ll i . ro ^ dice on d move through the 

game, but your first attempt at the 

■v «*"» guaranteed to leave you a wee bit 

frustrated. They can be learned after a few tries, but the interface 


Thankfully you do have the.option to I & 

turn the music off. Sounding like a bad 

version of a John -Teslr CD, the 

Monopoly soundtrack is sure to annoy 

everyone, with the possible exception of investment banf 

The game is much better without music. The sound effects c 

other hancjy are well dohe and add a nice touch to the ga 


/ Having a computer banker is easily the biggest advantage to 
playing Monopoly on the N64 versus playing the traditional 
. board game. The computer never messes up and it 
knows exadly how much ik owed. This makes playing 
the game a lot.easier, 'since you don't have to worry 
about money. It also solves the problem of the thief 
— that annoying player who tries to swipe extra / 


CONCEPT 

Arguing originality for a port <if a board i 
\ hard.Ononehandyouwantittobeauf 
the original, on th^ other you wan 
(kcY something new. Monopoly does a dr 
Uk I in both respects. It could have easil 
HI I straight port, : but Hpsbro took the tirr 


bit with animated tokens \\ f 

by Uncle Moneybags. The’ 
rded by a town, but it has no" 

'. Pretty much, what you see in the 
jet. 

rj 

^/■ SHELF LIFE 

If you are a Monopoly fan, then the game will get 
played — assuming you always have multiple friends 
onhand to play with you. Although this is a greafconversion i 
| of the classic board gamefand This just as addicting as the original), / 
f it's shelf life is much greater as a multiplayer experience, if g 1 
\ you count the actual hours played. Monopoly stands to be one // 
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convertibles in a. championship trophy race, 
then Titus has developed a game for you. 
Roadsters is yet another racing title for our 
beloved console. This brings up the question, 
"Do we need any more racing games for the 
N64?" There are plenty of good, even great, 
rqcing games for the N64 and in order to 
compete with those games a new title hos to 
do something better. It could be great control 
of the car, or maybe awesome track designs. 
Titus, the company that brought us the dreaded 
Superman game (which earned this magazine's 
lowest review score ever), brings us a racing 
game that leaves you asking that very question. 

GAMEPLAY 

The object in Roadsters is to pick one of 8 drivers 
to race against other cars over 10 tracks. That's 
it — no hidden shortcuts, no wild jumps, no 
stunts, power-ups, or anything to collect. OK, 
that might be oversimplification, but that's what 
the game "feels" like. The truth is, in addition 
X to the simple "quick" race, time trial (race 
' against the clock) and the compete-against- 
fx your-buddy multiplayer race, the main 


racing is the Trophy Cup. This involves chaos 
one of the 8 characters, which, by thew 
doesn't really change the game except ! 
person you-see behind the wheel and the va 
you hear during the race. Once the charac 
is selected, it's time to buy’ a car and upgrc 
that cqr if you have any money left over. I 
example, you might want to buy better tires 
improved traction. Unfortunately, in this rac 
game there is no such thing qs "all purp< 
tires". If you want belter traction in the snc 
buy "super snow tires". If you want belter trad 
in the rain, then it's "super wet tires" for yi 
There is also an option to buy selectal 
suspension ("super-dee-duper suspensic 
— just kidding). This gives the player I 
opportunity to change the suspension bef< 
and during the race to match the condition! 
the course. The same is true for the gearfc 
ratio', allowing ypu tp adjust for fas 
acceleration or higher top speed. The ga 














Once in the cup race the player laces 
multiple laps on each of the selected 
courses. Before each race the course 
layout and weather conditions are 
displayed. This allows the player to set 
up the car for that specific race. One 
of the more interesting elements of the 


. ground no matter how hqnd you wreck. 
And I don't even Have-the space to go 
into tfie inability to control out of a 
'slide, the uninspired course layout, or 
the lack gf a' "cqteh-up" dption. 
Roadsters is a strange combination of 
■mCiny setup options on thetcar but 
overly simplistic racing action. 

GRAPHICS 

If a game's overqll score were based 


simple straightaways and zigzagging. 
But when it comes toasharptum, there's 
almost no control — the all-important 
powerslide is nonexistent in this game. 
Races are essentially learning the course 
and where all the sharp turns are, so 
the player can slow down before the 
turn. This is very frustrating to learn and 
most right-thinking people would give 
up after continually slamming into the 
same wall on a sharp curve. And there's 
nothing more frustrating than having to 
throw the car into reverse to get away 
from the wall! 

The learning curve would be easier to 
take if there were cool wrecks to watch 
or damage to the cars to avoid, but 


forcing the player to enter the pits to 
change tires. I say "in-theory" becquse 
everyone knows that, as in most aroade 
racing games, going into the pits is 
a huge waste of time! Do the best with 
•whatever tires you got and hope that 
the computer : controlled opponents 
make the mistake of going into the pits. 
Money and points are given depending 
how players fared in each rqce. Players 
must decide if they are to spend the 
money during the race to upgrade 
the car they have or save the money 
and sell the car at the end of the Cup 


have scored better. Graphically, the 
game looks top-notch. The tracks are 
very impressive with on amazing 
amount of background details. For 
example, one track takes place around 
an airfield. This little airport actually 
looks like it's operating. If you take your 
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Turok was one of the first killer apps for the 
N64. In fact, it was arguably the first great 3rd 
parly game for the new console from Nintendo. 
Its sequel "Turok2: Seeds of Evil" was one of 
the first games to use the console's memory 
expansion pack to add higher resolution 
graphics to the N64. It was a pretty good 
sequel, adding more of the great Native 
American dino-blasting fun. 

Now comes the third game in the series, called 
Turok: Rage Wars. TRW has the'distincfion qf 
being the first Deathmateh-only game for the 
N64. In case you aren't up on the jargon, a 
"deathmatch" is a multiplayer game in which 
you fight friends (or enemies) to see who can 

add the Deathmatch element onto a solid game 
— Goldeneye is the perfect example. Will 
Deathmateh-only games like Turok: Rage Wars 
be the future qf console games? let's hope not! 

GAMEPLAY 

If you happen to own a moderate to high end 
PC then you probably have played 
v multiplayer Deathmatch games before. 
Connecting via a modem, Internet or Local 


Area Network (LAN) has been po 
' since the days of Doom, There are $ 
points and some bad points abo 
gaming. Playing (or fighting) anothe 
a very different experience than 
controlled enemies. A person uses 
thinking and unexpected strategy, 
they are supposed to: When.a player 
with a person, of equal skill level i 
fantastic experience. The bad .side 
hard to find a person of equal ski 
Internet is full of punks who love 
"newbies" (players learning the gam 
■ways to cheat to increase their rank 
Still; multiplayer games are becomi 
facto standard for computer entei 
Almost every game ha$:to have a r 
option, even if it doesn't really fit into 
In fact, many recent PC: hits, such 
Quake3: Arena and Unreal Tourn 
multiplayer only. This is where Turok: I 
domes in. TRW is notTurok3, it's not 
2 1/2. This game takes an gpdah 
— ( ofthefineTurok2 game< 
I extends the multiplayer 













































but it turns out to be fun. However, 
needs to be more to this game in ord 
- at least at the single player level. 
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Raymai X The 
Great Escape 


Rayman 2 has beer, in development for guile some 
time, We have been playing this game, in one 
form or another, for the past 1-1/2 years. Two E3's 
ago,‘we were very impressed by the title and, 
for many, of us, it was the game of the show. Has 
the ensuingtime been kind to Rayman? Has he 
made the transition from' 2D to 3D without 
complications? How do you throw;things without 
armsf These, and.many other, questions will be 
answered in the review that follows. 


game is in exploring. The quest is broken dow 
into a series of levels, each containing a numbs 
of sections. Rayman must collect Lums (999 tote 
to be collected in the game) and release prisonei 
trbppecfin.cages that are cleverly hidden in eac 
level (80 in total). As we are brought into the garni 
we find that Rayman has been stripped of all of h 
powers. He meets up wifb.bis pal) Globox, in. 
pirate prison and Globox gives Rayman a pows 
orb that contains his basic fist power. As the gam 
unfolcfs, the fist will become more powerful. I 
addition to the fist and hover moves, Rayman ca 
jump, climb, swim, grab ceilings and other surface 
and move hand-over-hand across them. 

In addition, in order to get rid of the pirate menac 
and restore Rayman's world to a peaceful state 
Rayman must collect four masks — each awarde 


GAMEPLAY 

While I befieve that the primary reason that I have 
enjoyed Rayman ?, and that I consider it to be one 
of the best choices for y<x.r holiday shopping ckiflar 
this year, is.fhe wonderful fantqsy environment 
of .the game (more on that when we get to 
"Graphics"), the gameplay ain't too shabby either. 
As opposed to most action/platform titles, where 
the emphasis ison acjion, Rayman 2 is more about 
exploration, jumping and hovering (one of 


the adventure is primarily about explo 
puzzle solving, it seems almost every i 
game has some object that Rayman mus 
to break down doors, or speed through \ 
or ride on'his backside down an ice 
=^==r| variety present in the game 






















The sound engineis very solid. Of particular 
note is the way that sound effects coming 
from outside of your field of vision vary in 


GRAPHICS 

Graphically, Rayman 2 is among the-best 
that the N64 has to offer. More than the 
high resolution (RAM Pok is supported) 
graphics; it is the design of the game's 
fantasy worlds where the art really shines. 
It is obvious that the design team really 
had a clear vision of where they wanted 


acquiring all of the turns, masks and rescuing 
all of the prisoners is a difficult task. Only 
by doing them all perfectly within C level can 
you open up.bonus rounds and secrets. 
Outside,of sports titles and multiplayer games, 
the long-term play value in Rayman 2 is 


j the volume increases and the volume trails 
off as the object gets further away. The music” 
I j is also exceptional, with an almpst pastoral 
S feel to it-perfectly complimenting gameplay. 


CONCEPT 

| | Rayman 2, The Great Escape is whacky, 
j weird and wonderful. It stands out as one 

| I be had and ranks up there with the Mario's, 
[ [ Goldeneye's and Zelda's in the Nintendo 


CONCLUSION 

Great graphics, great gameplay, great game- 
Rayman 2 delivers the entire package and, 
in the process, gives N64 owners something 
other than DK64 to play during the holidays. 
Even if you buy the big monkey boy this year, 
don't let that'stop*yau from purchasing 
Rayman 2. . 


anywhere 3D and the basic environmental 
elements, effects and the overall color 
palette work together to create a beautiful 
virtual world. On the negative side,.the 
character animation (with the exception 
of Rayman himself), is nothing to write home 
about and the camera can get a little funky 
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5 gained by performing stunts in the air. The stunt may be c 
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sampling ol-the music along with terrible voice-overs 
^result in frustration. Every time I heard the announcer 
countdown "3,2,1..." I felt like throwing the controller 
at the cheesy voice. Again, it might be the N64's 
limited audio capabilitres, but I gotta reyfew the game 


this game won't Win any beauty awards-. It really 
doesn't matter lhat'tnudi because the courses are fen 
to rdce, and it might be simply a limitation of the 
N64's hardware, but still... yuck! The frame rate is 
on the low side, hut fortunately it never gets to the 
unplaypble level — even with p lot of cars on .the 
screen. After playing this game, the wait lor Nintendo's 


imus, The Reverend Horton Heat, h 
and others, the soundtrack could ha 
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Rocket must colled tinker Tokens. There ore 200 in each 
level and they con be Used to start up different vehicles 
that appear in the game (like a paint ball shoptingfiovei; 
craft of a mechanical sword fish). As you progress, Tinker 
will also leach Rocket some new moves that will help you 
obtain hard-tp-get tickets. 

The garrfeplay eschews violent enemy confrontation for 
a number of clever minirpuzzfes thpf have Roc|set doing 
things like dipping himself in different color. paint so that 
he can disguise himself as a-guard), bpildingfo rbllef 
coaster, then taking it lor a ride.': and trying to de^ign it 
so that he can grab the different collectibles that are 
hanging in the air, at different elevations. What makes 
this bit more than cool is the lad that you can hop on the 
fide,,then Icpkaroohdwith (he garnets first-person camera 
as you,try out the loops and drops (hafyou have designed. 
Each level (area of the parklhas a number of different 


World, named after Tts main character, a walrus, is taken 
over by a jealous raccoon, Joja; whojias plans for "Joja's 
World" — and he won't Jet Whoopie or Rocket stand in 
pis tyay. Jcyo escapes into the amusement park, taking 
Whoopie prisoner, and.begins to shut down areas of 
the park, as well as the main machine that controls things, 
o < Rocket must find tickets to allow Tinker the repair robot 
tofe-activafethe shut-down areas (the more tickets 
you collect, the more areas that open’up) so that 
_ _ Rocket can find all of the machine parts. In addition, 


i, the othenbeing the way Rocket grabs obje 
ies. Rocket has been equipped with sort of a 
i that plfewi-him io pick-up and attach to 
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gears and poles, so (tat ybu.can launch Rocket 
up to hdrd to reach areas of the park. 

All in all, a very unique combination of platform 
action and puzzle solving, with' a theme park 
environment that is irresistible. 


the puzzle solving, number of levels and the .quality 
of.the challenge will.have you playing it for up 
to 40" 50 hours, • ’ 


SOUND 

Great, circusiife tunes highlight the sound package 
in Rocket. Unfortunately, that is all there is... as 
the game contain? no voice.af all. While we all 
understand the sacrifices that must bq made when 
delivering a product on a more expensive ROM 
cartridge, ! it seems like they could have given us 
a little something. 


GRAPHICS 

Like Rayman 2> Ubi Soft's other AM title 
shipping this holiday season, the graphics in 
Rocket arenothing short of spectacular. While 
enemy animation is very limited, the variety of 
different looks found in the areas of the park 
and the quality of.the textures and bright colors 
make for a very attractive game. In terms of 
the camera, you have complete control of-it, 
in a fashion very similqr to Mario 64, and, for 
the most part, if works well. But, like Mario, 
there are times when the game lakes control 
overthecamera and you can't wrestle it bock., 
this can resultin looking at Rocket's face and 
not in the direction'you are headed, and in 


CONCLUSION 

I 1 can't tell you hoW surprised I am by the unique 
qualities of this game. Although if is going lb fall 
low in the action/platform pecking oriijpr this, 
holiday season (lets face it; going up.against DK 
64, Rayman 2 and Toy Story 2 is a pretty tough 
order), it is a game that no N64 gamer should 
miss. If you've run out of scratch, rent it first; you'll 
make sure you find the money.once you'vehqd 
a taste of Rocket: The Robot oh Wheels. 


CONCEPT 

The concept behind Racket is fresh and unique. 
It is safe to say that you have played nothing like 
it on theN64... qr any other game system. 


SHELF LIFE 

Rocket features a tremendous 


| GAME PLAY 

GRAPHICS 

SOUND 

COHCFPT 

SHELF LIFEl 

§ 



§ 

§ 



















to a (liferent regibn of space; Despite lie new enemies and power 
ups, lire basic gameplay remains the same (which isn't necessarily 
a bad tiling), 

(l.didrt'tjhink ihatlhe analpgstick would be the most precise way 
to control the ship, but after playing tbrougb-tb'e'gdmeVfound 
that it works just fine. At last) A non J 3D exploration game-which 
doesn't make me curse the N64 controller! Although you can sljll 
use the cross pad, doing so will prevent you fern reaching the 1 
trigger (shields]. My main complaint has to do with using the left 
yellow C button to activate .the special weapon. This is a butted 
you'llwantto use more often than either the hyper-space a- shields, 
yet those buttons are more easily accessible. I would have preferred 
ihatlhe game allow players to customize the button assignments. 

PlayStation version and this one involveS the multiplayer game. 
Here, up'tp lour players can compete on a single screen.'lle first 


ie ongmal game featured only asteroids and two alien spaceships 
hurry ypu.alon'g. When you shot an asteroid, it broke Into 
o smaller pieces - each with a differenttrajectory These pieces 
old be shofinto two smaller pieces until the screen was eventually 
II of floatirtg.rocks. When you eliminated all the pieces... you 


e are floating objects such.as debris, comets, and 

I of which react differently when hit(lhe crystals, 

II regenerate into larger crystals if noTeliminated 




















belter option wwW have been some lyj* of a "bottle" 
mode where your shotscould destroy the other players. 

GRAPHICS 

Tfesf\ips,.asleroids, debris, and aliens are nicely rendered 
with polygons and therefore appear three-dimensional 
(even though the gameplay is strictly 2D).Jnslqad.of the 
jet-black darkness of space, there are now novas, black 
hofeSinebulas, arid plahefscapesjri the background. 
Nevertheless, much of the screen is still so dark that it is ■ 
difficult to see the smallest asteroids without turning 
up the brightness on your television. Overall, the graphics 


CONCEPT 

Back when it was an arcade gone, the concept was unique 
Instead of having their movement restricted, players had 
towptchoutlordongeron every side. Without o place to 
hide, you were forced to stand your ground (space?) and 
shoot your way out. Since then, other games have copied 
and expanded upon the original concept. Asteroids typer 
64 doesn't change the concept- the game is a strict 
remake—so itdoesn't score any points for being original. 


the zones, the only reason to keep play 
a higher score. Perhaps a more interest 
game might have relained^oUr interest, 
pop Asteroids in your N64 every now c 
you want to play a quick gcnne, but this i 
titles which will keep you glued to your tel 


wii enjoy Asteroids Hyper 64 — forqyyhile, anyway! 
The new power-ups, colorful backgrounds, and different 
types of asteroids and enemies add jusenough interest 
to moke the game worth a look. However, don't expect 
a mind-altering new eigsenence ond don't expect much 


—but not much! There is no soundtrack, for instom 
only the high pitched sounds of your laser lire, the firi 
of booster rockets, and the explosions of asteroi 
and debris. Whife I probably would have turned off a 
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Hands up —how many of-yiiju knew that boxing had 17 
divisions and usually 4^if(erait "champibosj' per weight dass? 
Ok, the three ofycti nSd)o gettoutmorepfien. Boxing is such 
a fragmented sport that other than the occasional heavyweight 
fight, the sport, draws little public attention. Way back H>. 
15 years ago, Hagler vs Hearns are) Haglpr vs Leonard were 
big deals—everybody wasiowahe 'of the fightprs and muldn't 
wait for the fights. Now, very lew people know of care whom 
the Aapipions trre. b sych an environment, boxing as a game 
is b tough sell. Midway tips gone the extreme arcade route 
with Ready 2 Rumble, but EA istigre (for the first time on die' 
N64) with their mix of.simulation and arcade in Knockout 
Kings 2000., . 


and should be learnt. 
Attheendof thefighttherearea i 
including figh- highl'gfrsana a r 
4D.Boxing did this one belter by 
in the newspaper screen and lb 































ypt here theypre included for.rtieir obvious name 
recognition. Spinks, probably the worst Heavyweight 
Champion of all time, is remembered as little more 
than a gap toothed joke and the less said about 
Butterbean the better. The Middleweightgroup features 
the standard oldlimers of Ray teonard, Marvin 
Hqgler and Roberto Duran, although it would have 
been nice Ip see Tommy Hearns induded, 

Probably the most enjoyable mode is the two- 
player slugfest. Here none of the comp'oter Ail ; 
deficiencies are relevant and KnockoutKings.2000 
shines as a very good looking boxing game that 
gives two players the opportunity ^ outwit and 
out fighteach other. 


Western Forum fe Munich Germany are induded, 
,along with the prerequisite round card girls. This is the 
kind of stuff that EA does better than anyone elsecind 
always ups the overall feeling about the game. 


SHELF LIFE 

from.the career mode side of things, yoirwill be able 
to log a decent amount of time jnto Knockout Kings 
2000. Hqwever, once you've finished that mode, you 
may find yourself grabbing Ready to Rumble when 
you want to play a quick game or two of boxing. 


SOUND 

Al Albert and Sean .O'Grady provide the commentary, 
although that amounts to a comment or two-through 
the round. With Michael Buffer off working elsewhere, 
up and comer ring announcer Jimmy Lennon, Jr. takes 
the mike fprthe introductions and addsp ieve of 
authenticity to the proceedings. 


CONCLUSION 

Knockout Kings 2000 is another in a long list of attempts 
to meld the arcadeand simulation aspects of boxing 
info a game.-lt's a fen title, particularly in the two- 
player mode, but there is plenty of r<fom for 


GRAPHICS 

Graphics are where Knockout Kings 2000 really 
sparkles. The polygon-based figures really look like 
the individual, fighters and there is a true sense of 
controlling the actuallfjghter. While the animations 
are'similar for a multitude of fighters, the fighter 
graphics are nice enough that it takes you a while 
to figure this put. Multiple rings from.the Great. 


CONCEPT 

Being the first in any type of game available lor the 
Nintendo 64 is always a good position to be in, and 
qie that heps bump up the ol' concept value,Grqnled, 
like is the case with any sportsgame, you're not going 
to reinvent the wheel, but if you .do it right, you will still 
make a fen game. And EA hasdone just that. 
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Back in college, I played Atari's Paperboy coin-op a lot. There 
are two things I liked about it. first; you bad to use actual bicycle 
handlebars to steer.'Secpnd, it bad a nice three-dimensional look 
arid feel —‘ well, css dose as you could get in those pre-polygonal 
dcys.of.T985.1 always wrtdered how the jysme.would look and. 
play in true 3D,end now I get to find out! 

GAMEPLAY 

The original featured a suburban street which scrolled diagonally 
from ngbt to’|eft.;Al. tfie domiciles were on the left side — 
subscribers' houses were bright; while nonsubscribers bouses 
were blade Your jobyras to deliver papers to theporch or mailbox 
of subscribers, wiihout darnaginplheir bob&oryard. Yckrauldn't < 
stop ypur bilfe, and neither could you turn around, tfyou missed i 
or damaged a subscriber s bouse,- they:would cancel tnpfr • 
subscription. Nonsubscribers' houses were feir game for thrashing, 
however, so yducouldbreak theirwindows, statues, garbage 
cons; 'etc. At theend of the street; you nan through an obstacle 
course for extra points before the nee! round started. The game . 
ended if you lost all subscribers on the street or if you, lost your 
three lives by hitting obstacles such osar's, fences, and pedestrians, 
in creating a three-dimensional polygonal wodd, the designers 
have made several changes to the gameplay. Subscribers npw 


paper-tossing abilities to defeat the evil Dr. feslq and his monsters. 
You can perform stunts with your bicycle Art will earn you extra 
time on the clock, and there are power-ups which will replenish 
yourhealfeorspeedupyourjsike. Crashes rip longer automatically 
cost you,a life; although they add to a damage meter. The biggest 
change, however, is & you are now able lodamage a subscriber's 
domicile and still get adit for a delivery Where the original was 
a game of finesse, this change makes N64's Paperboy more of 
a race against.tbe dock. As Ipng as you are able to restock 
your newspapers by finding bundles, ybudon't have much to lose 
by blanketing a potential target, An area map and trajectory 
arrow will help youhi) the rind!, although these can be deadivated. 
Those dreaded yellow C bultons.are utilized to jump and activate 
poweriups. They're still hard to reach while keeping your fingers 


and hard lewefs; anywayj 'lns 

eacfof being-limited to a single 

residen 
a trailer 

al street, Paperboy no 
park, a zoo, a volcano 
by finding three hickder 
bstacle courses but may 

w lakes pace in locales such a 
and a junkjford. Tte.bonus levels, 
i coins ip eadi levd, (ire rio (pager 
involve gathering items of. riscina 
































GRAPHICS 

Initially, I haled the brigMy colored, angular look which 
reminded me of modern cartoons trying to look like 
something from the 1 950s. There is a fine line between 


In essence, Paperboy is a target-shooting game,Mierefore 
doesn't differ much from other shooting games—instead 
of a ta-k, you've got o bicycle; instead of shooting/sheik 
qt a bunker, you are tossing newspapers at a house. 
However, it does scorepoinls with nje for the presentation. 
Not ottly are there no other nonracing b cyde games I 
can think, of, but few games allow for-(he amountof 
mayhem you can 'cause here. There are countless numbers 
.of residents, animals, and objects to naii, arid each target 
reacts differently (and humorously) when*; 


opened by finding three hidden coins. Depending upon 
your performance in these bonuslevels,'.you wili.be 
: pwarde(l a Gojd/Silver, or Bronze medot Even'when 
you've opened every leveljand received all Gold medals, 
you can still ggbade ahd try to, imjJrove Upon your. 


wouldn't have worked. Still, the game looks a little bit 
rudimentary. It would be a shame if this scares people 
away from trying it. . 


CONCLUSION 

Despite the fact that the designees have change® many , 
essential elements of (he original, Paperboy still works. 
As with most polygonal gomes, there.qre occasional r 
camera problems and.glitches where your bike may get 
stuck on an object, but these are few and far between. 
The kfek of the game is pretty crude, though, and definitely 
takes some getting used to! Beneath the surface, however, 
is a last-paced arcade type gajne.which is surprisingly 
enjoyable and addictive, _ 


SOUND 

Paperboy features jazzy tunes which match the theme 
of each level—country far Moose; Pellet Park, spooky 
(or Ghost Town; eta: While the soundtrack fs catchy, 
thesound efets make the game.1here.bre quifea few 


For a game that is limited to one payer, Poperboy has 
a decent amount of replay value. There are more than 
a dozen levels, each with a differei ntlayoutahddife&t 
types of residents, domiciles, and obstacles. In infer to 
open the next level, you'll have to replay the current level; 
as more and more customers are added: There are feunus 
levels associated with each normol level that must be 
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ihn Madderr Foofbail,_ tti e game that put the word "‘franchise" 
thephrase 'sports game franchise" is-boch and'better than 
rer. It's hard to believethatit has-been 1Oyerirs'since this seats 
•St debuted ds'o videogame onlhe Sega Genesis. Suiprisir^iy, 
e Nintendo platforms hastenever ten one'of the strengths of-, 
e series—although last year's Madden 99 was good: Now 
r the second year, hAadden is increasing its own high standard 
ltfrepMomr. 


GAMEPLAY 

larjally — ijloblbqll game where-you can actually! 
attaining play. In teal life, only.the '81 SqsvFnancisa 


vilh a Tournament. Franchise is by far the most interesting, allowing 
(player to coach their team Ainoogh mulfp'le'seasons of play and 
frails. It is here, however, fat w of the failingsof Madden 2000 
s self-evident, As'gtxrd as the gameplay is, the overall interface 
lesign far;gelting ground fieigqme shell is art abomination. It is 
o utterly counter-intuitive that itis beyond.comprehension why 
iA would ship this product out in the stale it is in. A manual should 
re an item that is occasiotial|y..planced at. Here, it is mandatory 
or even the simplest navigation and even then doesn't mate all 
hat milch sense.; In addifen to the. poor shell interface, far some 
eason the Fantasy Draft was dropped lhis;year.fspecial|y with 
he new and improved player models, the 6ppgrtonily Jo btrild a 


































rakes the compan/ oodles of money, - so we-rtraught 
dddo it again but make Itlhe best on the market.' Mr, 
lit "I dunno guys, tnaybd we should give it a rest fe 
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in guib racing. To gb hand-in-hand with ihe real thing, NASCAR 
lias become one of the annual releases from EA Spors. For oil its 
vaunted and well earned reputation, EA Sports have always had 
a tendency to innovate one year and coast lhe.next. jhiS is true - 
whether it is Madden, : NHL Hodcey briri this case NASCAR 2000. 
It's’not that this is a had product, fer (tqitj ft, just happens to be 
a near carbon copy of NASCAR 99. 


controller configurations that address most issues. ] prefer*, use fe 
Z button to accelerate and the A button to brake, and (fortunately) 
this is accommodated in one of the setups. This is important because 
it allows me to 'feather" the brakeIgoir^into comers rather than 
mash the buttons back 

The overall car setup can also be messed with by adjusting the rear 
spoiler, tire pressure, gear ratio andvyedge.' benny Parsons gets 
to talk abouljhese every Sunday but.al) youneed faknow is If 
you mess with them you usually can go faster but your handling also 
goes toheifortunafely, therejs o veryunioe icon showing such things 
as Top Speed, Handl ing, etc. and how changing your settings impacts 
the overall performance of the car. 
finally/ ihe Physics andiAI can be adjusted so%your opponents 
drive to, less of their abilit/and drafting is greatly enhanced. All 
of this ollows you to wina rcce;freo' the cOecr o? the aowd and 
get ready lo-he rco. challenge of a Championship season at the 
proper settings! 

After qualifying there is a nice little newspaper headline about who 
qualified first ond where your dmer ended up. Vs a small thing, but 
as a fan of Darrell Waltrip, I porticulady liked that liisW moniker 
was usedtn.the headline. 

The biggest problem is that when Benny Porsonssays Thwe's great 


o 


i I 

mm 


GAMEPLAY 

Jump into'dQuick Race using the randomize button to select a 
driver and track combination that you like. There are T ?;ayailable 
tracks qnd 33 currentdfivers so the combinations are many. Of 
course) with jio qualifying, you start at the back of the pdck’ and 
must try and race to the front ifronjy a fewjaps. Once you've hit 
the wall and cut a tire, quit out of the game and go' rind check 
'out at the cool features and oofons wiih : n the game. 

The Single Race and Championship options should be sefrexpkmolory 
frutpart ofthe fun is in the details. Within ihe NASCAR Options 
>ou can qet variaus modifiers, induding the raaefength and damage 
to the car. Vs belter to turn the damage off until you get a handle 
^ on how to drive the car. This is where the game controller comes 

is uncomfortable for some, induding myself. While the button 
Pzj configuration can not be set manually, there are 6 preset 




















you can't ifo ftiat, such os the short track at Bristol, but 
at the super speedways at Michigan, Talladega, efo, you. 
want to be able Id race as they do in real life. 


experience, and here jie is refegpted to short feme quips. 
And, having Benny say "Ifs a great day for racing" during 
the night at Charlotte is a lilifeweird! The appropriate engine 
sounds»squealing dre all present along with a 
sound-track lhatdoesn't get inlhe way. 


CONCEPT 

It is very much an incremental increase,over last year 
and a limited one at that. Admittedly, it is difficult to improve 
over a good starting product such as NASCAR 99 but 
adding fe Homslead Irak and a few of the younger drivers 
such as Tony Stewart, Dale Earnhardt, Jr. and Adam Petty 
isn't pushing.the envelope. EA is very dose to a complete 
NASCAR circuit with only Daytona, Dover Dawns and New 


that normally feature Miller, Budweiser, Cdofs, .keep 
primary.colors but little else.. Nightracingrat Bi 
and Richmond and the Charlotte race, that turns 
day to night,'add a nice change of pace. 


NASCAR 2000 isa fine product; it just so happens ll 
was last year's. Tony Stewart has made amajor impi 
the NASCAR'Scene feyear winning his first raci 


SOUND 

TV announcers Bob Jenkins and Benny Parsons 
commgitary. Unfortunately, par of Parson’s feat % 
is to tell interesting anecdotes based on .his dri 


































NBA Showtime: 


, [I One of the oyerlooked titles of the early N64 clays is the Midway 
l [I lilleNBA HangTimeM/ith a full NBA I!cens6.this title showed the 
j I heritdge'of NBA 'Jdth as the two on two basketball competition 
i 1 1 went back arid forth with outrageous dunks and crazy moves, 
r ft However" it's beena couple of years since tfibf litte came out and 
j| in the interim Midwcy has had considerable^ucoess with the coin- 


Op a .notch. this certainly impacts the usual strategy of trying to 
score Kthe fea Ssecondsand prevent the computer opponent 
getting a good look at the basket. Now anyshot has tie potential 
to fall. 

Really, ihe'beartofthe product is the Create a flayer feature, this 
feature, through q number of options, 1 'allows you tocreafea player 
with the altribulessuch as height, weight, block’ .etc. thafywi pre%. 
More importantly, as you.wrp games using the created character, 
rrorepoints will bedoprte available to spend on your, player's ability. 
'Asrious player Head and body types ore proyided, such as Pippin; 
Shaq, Hill and Bryant and there are even 6 couple of woman 
players who can playin regular uniforms oraversion of standard 
gym ware with bare midriffc These aren't official WNBA players, 
but you. can assume tficit at some pointtbatroption is earning to 


offense/ defense. 


e way down) is not cqllgd. Speaking of goal lending, it doesn't 
runt asa basket scored by the opponent when figuring out-if 
ru have made 3.shotspnffirow to get on fire. Therefore, a 
gitimate strategy's to-gopl tend jwp times in a row and score 
ree baskets yourself to get pn fiip. The team can also get on fire 

It was very noticeable that the opponents dunk a lot more in 


:. The horses 


urtafiefbeyonde 


and speed rating a; I buftf up my c 




















with nice reflective court textures that show the li 
the stadium. The crowd is not animated but the 
various stacjium internal structures gives you a 1 
of three dimensions.: - • 


This; is^a classic example of hotyto use cf li 
set up'-the overall mood. The NBC license hri 











































my way up, the board cracked, the bucket slid, and yours 
trulylanded right in the middleolthe bicycle'frdmg jToo baci 

us a lotof bruised...uh...egos! Since fen,I've remained strictly 
a spectator. However, I admit thatl like to watch supercross, not 
only to see how well the riders can control their machines in the 
dirt,"byt how high they can launch themselves into the air 
(and how far they can fly after a collision). Is thisjhe sort of 
detail that can be successfully translated intoud videogame? Let's 
find out ...\ 


acting as the dutch. I actually preferred the pad for tighter control 
on the regular races, though it is easier to perform some tricks 
with the analog stick. That's right—I sgid tricks! Along with 
the regular races, Supercross 2000 features a free-style mode 
where you parr perform tricks in the air. The longer you held the 
trick; the more paints you will be awarded, It is also possible 
Ip string tricks together so long os yau hove enough time to finish 
them before smacking into the ground. 

You apn dgose to tqce as oite of 24 real-life pros, such asMike 
Metzger, Doug Henry, Mike LaRocco, Miclcpel Pichord, andjeff 
Ernie. If these names mean anything lb ygu, you probably edready 
bought the game befere reading this review,You can, of-course, 
also, createiyoOr own rider, Motorcycles can be customized 
between 250 and 400 a, s|i?lc or rough traction, acceleration 
or top speed gearing pnd soft or stiff shocks. These adjustments 
•really are noticeable, so it is worth spending the time toifigure 
out which settings ore more to your liking. 

There are five different viewpoints,.including a' stomadi-churtiipg 
first-person oyer+e-hcnalebars camera. Difficulty levels include 


ning as the rood yvinds up aheadjnstead, you are cpnstarjfly 
hting for traction in the dirt: Cutting a turn too wide will cause 
u to lo.sS timej as Will bumping into other riders (whidi i^yhy 
s so important to get a good start off the line). While in the 
dir, you've already got to be turning so thpfyou Willie 


sible barriers to keep you from landing off the 





























GRAPHICS 

Die bicycles and riders look firfe/pllhough | 


no tegm names and logos painted in tfiedirt! Although 
the course Iqyouls differ, and'sbme.sladiums are open 
instead of domed, they all startle look the same after 
a short time. The rider and motorcyde animation is ■ 
nicely done during jumps and tricks, and the cycles 
kick up dirt (although the track never gets chewed up). 


) from behind, 


) your lime fighting 


Don't get excited when you hear the alterr 
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Space invaders 


How do I fed knowing that many of the arcade games I played 
as a kid are now Iwo decades old? the same way you'll feel 
when Mortal Kombat 20th Anniversary is.released! You won't 
believe that it has been that long since you firet played the original 
coin-op, you can't believe that the gome is still around, and you 
hope that the remakewon't taint the fond memories you have. 
Such was my mindset when I inserted Space Invaders into my - 
N64 and started firing away 

GAMEPLAY 

As with most classic arcade games, the gameplay is simple 
You've goto laser cannon which can move horizontally. You've 
goto groupof alien invadersfined upinrows advancing towards 
the bottom of the screen You've got to use that aforementioned 

landing. How simple can you get? 

While the underlying "premise’is the samef new features have 
been added. For starters, the aliens no longer differ in just their 
appearance. They now react differently when hit, and fire different 
types of projectiles. The mothership, which passes overhead, 
used to bp worth just a few extra points — it you could hit it 
Now, it is a vitally importadt to target, as it will provide you with 


One new twist on the classic "dodge and shoot" gameplay is 
the addition of special weapons. You can obtain one by shooting 
lour like-colored aliens in a row, This is not as easy.as'it’sounds, 
however, as the aliens are no longer lined Up in the same simple 
pattern every time end the color of alien you are shooting for 
may be obstructed by other aliens. If you manage to shopt 
four of the same color, you'll receive a weapon which will destroy 


quota for the next special weapon. 

As )«3U only need to (use two buttons —A and B—control of the 
cannon can easily be handled by either the analog sticker the 
cross pad. 1 found that the stick worked fine in the regular game, 
but against the level bosses I preferred the pad because I needed 
to stop on a dime to avoid their attacks. 



































background. Hie backgrounds now represent various 
planetary defense installations, and both the aliens 
and your cannon are rendered with polygons to give 
them a three-dimensional appearance. The special 
weapons have nice effects as well. Overall, fee graphics 
are like fee game itself—nice, but nothing spectacular, 

SOUND 

The Qrigino)"thump thump thump" sound of lie 
invading aliens is probably one of the best known 
arcade sounds. As you destroyed more and more 
aliens, fee "thump" sound sped up until it became 
frantic: The new Space Invaders instead features a 
techno soundtrackwhich, thankfully,, changes every 
ten levels. The tunes vary slightly when you eliminate 
almost ai fee aliens la simulate fee pace of the original, 


CONCLUSION 

As with Asteroids, I have mixed feelings about Space 
Invaders., On the one hand) I'm glad to see feat the 
designers captured fee spirit of fee original and added 

altering it. On fee other hand, these remakes expose 

game/and tlfilnk most everyone will enjoy it. However, 
I don't think that it will hold your interest lor a longtime 
and, a.s such, may not offer as much bang for fee buck 
as’ you have come to expect from $49-559 Nintendo 
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Millions ol people hove fagged countless hoofs playing jilCW/NWO 
' WorldTour add Revenge, So, wug gamerswere concerned when 
THQkfc WCW license to Electronic Arts eater in tel 999. EA 
enlisted Kpdiiskla developer new to wrestling lilies to.cjieateEA's 
first WCW (lie, Mayhem Together lliey set out to create d wrestling - 
title tfiat focused not only on the in-ring ddion, butrfte entire Olrrtosphere 
ol a wrestling event. In many ways thkysucceeded, as Moyhem takes 
'«fofcpf thegjpd features ol Revenge and odds to them. But, is it 
(ply fa heir apparent?- , 

GAMEPLAY 

Mayhem allows yoi) tci wrestle with many of WCW s best and witrst 
in 15 different arerids:Usi'ng 'a gamgslay engine that is very similar 
loWCW/NWO Revenge,' through a combination of button arid joystick 
presses you ate.aUe to use s(ong and weak attacks as well as grapple, 
execute and counter moves. Punches; kicks ai)d wrestling moves-are 
all animated srnoolhly and quickly with no lag'between feulton press 
and execution. ;Successltoil)f stringing togetfier-gftacdcs boosts your 
momentum meter Once this meter is fu| you are able to execute your 
wrecks trademarkfinishing move. In j new twist, take your light up 
ike entrance way in any of thre arenqs atid you'O find yourself hghtr’ng 


Single, 2 on 1 and Triangle, C(Ke you've chosenis match type you can 
, 'choose'your rules - including Normal; No Kj; Weapons Match or 
Raven's! Roles, felly, Questfor the Best isWfayhem's .career model 
Here you run though a series of matches to gain arid then'defend the 
vOrioustyeW bells, culminating in winningand successfully defending 
the WWHeayyjreight Belt. Be careful faugh, gain todtapchof : an 

wrestling a handicap match qs ; an ally wit rujiinid aid yesJp Opponent. 
While varioi/s titles Kgve featured a Create A-Pay-Per-View mode, 
Mayhem goes d slightly different roirte..Pay-Per;Vierw Password Mode 
allows you to rec-see actual WCW televised matches. During WCW 

hem the event: 

Creale-A-Wrestler, which'has- become a staple of wrestling (lies, returns 
in Mayhem, Sfangely-enough it's onestepterWqtnd and two steps 
backward. You cag choose your characters name and a preset nickname 
liwhlch faannouricer will use duringplay by plqyj, you can alsoseled 
th'e faction your wrestler is a member of {Allies may do wrinfsf, as 
wellqsyour wrestlers style, petosohcrh'ly gnd jnho music. Youalsohave 
dgood'sefedionaftecly pieces to mixprid match in creahng your own 
wrestler. Also, you can diyide points across-your wrestler to define 
strengths and .weaknesses. Like WWF: Warsone however, wherxit. 
comes time to choose your wrestler's maves,,you arefimtedin ihat ybu 

•. I havetoassignlheertirentovesetofaWCWwresk 

I; This i 5 ,unfbrtuqate,ds Waw.es sequel, WW : - 
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s o problem.wilh Mayhem rtiatmight caps: you 
twice about its purcbose, it yWuld be collision 
i Way loo ota, yot will find your wrestler missing 
, kicks aifograpple attempts totfook like they 


move loo many limes, Schiavone will comment oh ibis. An 
incredible step up from other titles, including WWf: Altitude, 
which features very generic commentary. The crowd also 
comes inio play as well—they will chant antj boo lor their 
lavorjte heroes ond villains. Compared to the'PlayStation 
version, things ore slighjjy less cheery:' Commentary tends 
to occasionally be repetitive and the voice of Bobby Heenon, 
another WCW announcer, is missing horn the Nintendo 
version. It also seems that not eiery wrestler has his own themd 
music. Ihoiqh it's easy to pass these off as cart limitations, 
other titles have managed to indude a lorge number ofwresllers 
and their theme music. 


GRAPHICS 

Mayhem is a beautiful title — it features incredibly accurate 
wrestler modeling tot is equal to and even superior Ip those 
'.Win WWF: Altitude, All of your favorite wrestlers are 
dautdtely.repreiptled, i |ight.clown to their shoe size. The 
entrances, however,are rather blancT and have a very generic 
quality, but the actual sets (such as Monday Nitto) are accurxriely 
portrayed Over 900 moves were motion captured by various 
wrestlers far Mayhemand it shows. Ihohkblly, there is little 
to no slowdoykn ongraphical gliraies Id speak of, 


SHELF LIFE 

In an effort to give Mayhem more neplayability, unlocking 
(tddilbnol wrestlers requires you to complete the career mode 
at different difficulties (with different wrestlers). The Create- 
A-Wresller mode, loo, tough limited in some wqys, has 
enough options to teep gemeplay ffeih. The fareer mode, 
however, couU he longer. 


CONCLUSION 

WCW: Mayhem is o decentfet effort trom EA & KodfokW 
not having oil of the features and options ol some its compe® 
WCW: Mayhem still manages to deliver some decent bn 
if you can get past the oolliston defection problems. 


SOUND 

A bright spot in Mayhem i 
WCW announcer Totty'Se 
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does its performance change bet its appearance changes, until you 
are ultimately'driving a "hot rod* version otfe origindl.'Special 
propulsion mechanisms ha* been added which allow you to hover, 
ski, or float on the different surfaces. In addition, the location of 
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textures from surfaces which are farther away from he 
player, <4fcl far mone details on the nearby landscape 
and structures. Frankly, Vlhought it looked great! Sure, 
there is some backgncxjnd "fag" as with most N64 games, 
but the detail is fust amazingi'There are lens flares, 


tuxoflux didn't invent the vehicle combat genre, but the; 
took it to a higher level with better interaction belweei 
players and the surroundings. The only reason V8:20 gel 


» a two-player game | 
r Quest mode] as well a 


vehicles also show the effect of combat, with wind 
cracking arid parts coming loose. As with the origi 
V8:20 looks excellent even without using the expan 


jmsn't fan to play, only that there is nothing really 
ralive about it. I do find it odd that, despite the fact 


Once again, Luxoflux'has given N64 owner's a real treat. 
V8:20 is a fast-paced arcade-style game that combines 
T970's muscle-cars and machinery with disco music anc 
heavy artillery. The perfectall-American game! But, is it 
belter than the original? Personally, it think it's a toss up. 
One the one hand, the ability to upgrade your vehicles 
with salvaged parts is cool and some of the new characters 
are creative. On the other hand, ibe.levets just weren't as 
interesting to nte lhis time around. However,.everything 


Maybe it's because I still have several Kool 8, The Gang 
olbumsin my collection, tut I loved the soundtrack The 
1 1 different tunes are slightly more varied than before, 
featuring latin and Country track, in addition to the 
disco grooves with their thumping base, keyboards, 
horns, ond electric guitars. Repetitive? Perhaps, but the 
music in V8:20 is far superior to the average N64 game 
soundtrack. And the character voices accompanying 
their special weapons add to the atmosphere. 


completed your Quest Mode objectives in each of the 
levels, a new character will be unlocked far a total 
18. Aside from the solo player Arcade, Quest, and Survb 


GAME PLAY 

i 


± 7^r 

SHELF LIFE 

<2 

Q. 

fl 

T 


1=10 T 7 34567r«IC| 





































































































































AZTEC VALLEY 

YGY209YJ2G(Left QC79646 2 
ALPINE CHALLENGE 
101231M5JLF(Up CJC979S0D 
DEATHTRAP 
404564P8M(Right C)(Left 
C)DFC(Up QCV32KC 


TAUNTS: Pr 
yellow C bu 


COMPLIMENTS: 
during an oppon 


CHEATS (ENTER AT NAME 
ENTRY SCREEN): 

full-time Missiles y_wni 

ALTERNATE TEXTURES JMPf 
LOW-RIDER TRACKS YRDR 


GOLF LEFT-HANDED: 
Character Select scree 
the Left button when cl 


ALTERNATE COSTUMES: 
the Character Select scree 
hold any of the yellow C 


ENTER THE CODES ONE AT A TIME AT 
MENU WITH OPTIONS HIGHLIGHTED 


THE MAIN 


WIRE-FRAME MODE: Up C, Z, Dc 
Down C, Left C '# 

NIGHT MODE: Up C, Up C, Dowr 
Right C, Left C, Right C 
MIRRORED TRACKS: Z, Right Butte 
Z,Z 

UNLIMITED TURBOS: Right C, Z, L 
Button, Left C, Z Right C 
TOWJAM CAR: Up C, Down C, Z, 
Right C, Up C, Down C 
STEALTH MODE: Left C, Z, Z, Up C 
Down C, Up C 


CODE ENTRY SCREEN: 
Highlight the Clubhouse 


NP MARIO CUP KPXWN9N3 
FIRST CAMP HYRULE CUP OEC 
SECOND CAMP HYRULE CdP 


LEVEL CODES (ENTER AT THE < 


i CODES MENU): 


IF YOUR LIFE IS RUNNING OUT, FIND A WATER 
SOURCE SUCH AS A BROKEN FIRE HYDRANT (SHOOT 
IT!) OR A TOILET OR URINAL AND PRESS THE B BUTTON 
TO REGAIN HEALTH. 


RUINS GKGH(Up C)G*(Left < 
JUNKYARD JGJKUP* 

THE HEIGHTS MSMN(Right 
C)M7QW 
VOODOO ISLAND 
PKPQRPfUp CJT793 
GREENHILL PASS 
SKST*SDW(Up C)C61R 
WASTELAND 
VOVWXVGZDF9463R 


BIG HEAD MODE 


BIG GUN MODE 


ICE SKIN Rescu. 
WEATHER Obtc 















f ©IS QEA1ERS 


HIGH 


20-YD FIRST DOWNS 
FIRSTIS20 

100-YD PASSES PIGSKINSFLY 
MORE INJURIES PAINFUL 
MORE INTERCEPTIONS 
PICKEDOFF 
FEWER SACKS 
QBINTHECLUB 
FEWER PENALTIES 
REFISBLIND 

WEIRD SCORING RULES 

DRBENWAY 

DODGE CITY STADIUM 

WILDWEST 

EA SPORTS STADIUM 

ITSINTHEGAME 

TIBURON STADIUM 

WEPUTITTHERE 

ALL-MADDEN TEAM 

TEAMMADDEN 

EA SPORTS TEAM 

WEARETHEGAME 

INDUSTRIALS TEAM 

INTHEFUTURE 

MARSHALLS TEAM 

COWBOYS 


MAX BLASTER AMMO Kill c 
"Jailbreak" 

MAX SHOTGUN AMMO Re 
"Up Ship Creek", 

MAX RIFLE AMMO Rescue c 


MAX REVOLVER AMMO Kill all 
"Probing The Depths" 

MAX S/O SHOTGUN AMMO I 
' 13, 'Whitechapel Killings" 

MAX SMG AMMO Obtain all s 
Of The Duke" 

MAX GATLING GUN AMMO K 
16, "Hydrogen Bomb" 

MAX VOLT C. AMMO Obtain c 


I SNIPER AMMO Re 


FREEZER AMMO 


MAX GAMMA AMMO Re 


ENTER THE FOLLOWING AS 
PASSWORDS: 

NSRLS ALL WEAPONS 
MMLVSRM MAXIMUM AMMO 
THDTST TEST INFORMATION 
DRVLLVSMM MINI MODE 
TNSLDRS PLAY AS TIN SOLDIER 
GRNGRLRX PLAY AS VIKKI 
PLSTRLVSVG PLAY AS PLASTQ. 


AT THE "ENTER NAME FOR RECORD KEEPING" 
OPTION, ENTER THE FOLLOWING NAMES AN 
NUMBERS: 


BRAIN BRAIN 1111 
SKULL SKULL 1111 
DAN FORDEN FORDEN 1111 
MARK TURMEL TURMEL 0322. 


CHEAT CODES: 


ENTER CODES AT THE PAY PER VIEW PASSWORD SCREEN: 

CBCKRMS UNLOCKS ALL BACKSTAGE AREAS 
PLYHDNGYS UNLOCKS ALL WRESTLERS 
DPLGNGRS PLAY AS SAME WRESTLER IN VERSUS 
■■MODE 

MKSPRCWS CREATE WRESTLERS WITH FULL ATTRIBUTES 
CHT4DBST IN QUEST FOR BEST MODE, PRESS RIGHT 
'TO MOVE UP IN THE RANKINGS 


INFINITE TURBOS: 5-1 -4 U F 
FAST TURBO RUNNING: 0- 
POWER-UP OFFENSE: 3-1 - 
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POWER-UP DEFENSE: 4-2-1 Up 

POWER-UP TEAMMATES: 2-3-3 Up 

POWER-UP BLOCKERS: 3-1 -2 Left 

SUPER BLITZING: 0-4-5 Up 

SUPER FIELD GOALS: 1 -2-3 Left 

NO INTERCEPTIONS: 3-4-4 Up 

NO RANDOM FUMBLES: 4-2-3 Down 

NO FIRST DOWNS: 2-1 -0 Up 

NO PUNTING: 1-5-1 Up 

ALLOWS STEPPING OUT-OF-BOUNDS 2-1 -1 Left 

FAST PASSES: 2-5-0 Left 

TURN OFF STADIUM: 5-0-0 Left 

LATE HITS: 0-1 -0 Up 

SHOW FIELD GOAL %: 0-0-1 Down 

SHOW PUNT HANG METER: 0-0-1 Right 

USE TEAM P1AYS: 1-0-0 Up 

HIDE RECEIVER NAME: 1 -0-2 Right 

INVISIBLE: 4-3-3 Up 

BIG FOOTBALL: 0-5-0 Right 

BIG HEAD: 2-0-0 Right 

HUGE HEAD: 0-4-0 Up 

NO HEAD: 3-2-1 Left 

HEADLESS TEAM: 1-2-3 Right 

TEAM TINY PLAYERS: 3-1 -0 Right 

TEAM BIG HEADS: 2-0-3 Right 

NO PLAY SELECTION: 1-1-5 Left 

(teams must agree) 

SHOW MORE FIELD: 0-2-1 Right 
(teams must agree) 

NO CPU ASSISTANCE: 0-2-1 Down 
(teams must agree) 

POWER-UP SPEED: 4-0-4 Left 
(teams must agree) 

HYPER BLITZ: 5-5-5 ,Up 
(teams must agree) 

SMART CPU OPPONENT: 3-1 -4 Down 
TOURNAMENT MODE (2P GAME): 1-1-1 Down 
ALWAYS QUARTERBACK: 2-2-2 Left 
(requires two human teammates) 

ALWAYS RECEIVER: 2-2-2 right 
(requires two human teammates) 

OLD DAY STADIUM: 5-0-1 Up 
DAY STADIUM: 5-0-1 Down 
CITY STADIUM: 5-0-1 Left 
OLD NIGHT STADIUM: 5-0-2 Up 
NIGHT STADIUM: 5-0-2 Down 
FUTURE STADIUM: 5-0-2 Left 
OLD SNOW STADIUM: 5-0-3 Up 
SNOW STADIUM: 5-0-3 Down 
ROMAN STADIUM: 5-0-3 Left 
GRASS FIELD: 3-0-0 Up 


ASPHALT FIELD: 3-0-1 Up 
DIRT FIELD: 3-0-2 Up 
ASTROTURF FIELD: 3-0-3 Up 
SNOW FIELD: 3-0-4 Up 
FOG ON: 0-3-0 Down 
THICK FOG: 0-4-1 Down 
CLEAR WEATHER: 2-1-1 Left 
SNOWY WEATHER: 5-2-5 Down 
RAINY WEATHER: 5-5-5 Right 
NIGHT GAME: 0-2-2 Right 


BATTLE TANX GLOBAL ASSAULT ^ 

LEVEL SELECT 80DYS 
INVINCIBILITY HPPYHPPY 
ALL WEAPONS RCKTSRDGLR 
BRANDON GANG 
NNKNHCKS 

CAMPAIGN MODE BONUS 
LEVEL WRDRB 


LEGO RACERS 

ROCKET CAR Create a new driver in build 
mode and enter "FLYSKYHGH" as a name 
at the license screen. 


NO WHEELS Create a new driver in build 
mode and enter "NWHLS" as a name at the 



NFL QUARTERBACK CLUB 2000 


ALIEN STADIUM SCLLYMLDR 
RUGBY MODE RGBY 
MORE FUMBLES BTTRFNGRS 
MORE INJURIES HSFTL 
BIG FOOTBALL BCHBLL 
FLUBBER BALL FLBBR 
SMOKING BALL AND 
PLAYERS HSNFR 







F@R CHEATERS 


SMALL PLAYERS SHRTGYS 
THIN PLAYERS TTHPCK 
FAT PLAYERS MRSHMLLW 
LANDMINES ON FIELD PPCRNRTRNS 
LARGE COIN AT TOSS BGMNY 
SLOW-MOTION MODE FRRSTGMP 


V'RALLY EDITION 99 

CHEAT MODE — At the "Press - 
Start" screen, press L + R, C- I r " ; ' 
Left, C-Right, L + R. Press Start, I 


! OF THE FOLLOWING 


PLAY AS A TEAM MASCOT — ENT 
NAMES AND PIN NUMBERS TO 
UNLOCK THE CORRESPONDING 
TEAM MASCOT: 


CHARLIE BLAST'S TERRITORY 

LEVEL PASSWORDS 

2 4 Clubs, 5 Hearts, 10 Clubs, Queen Clubs, Queen Clul 

3 4 Clubs, 5 Hearts, 10 Spades, 9 Clubs, 4 Clubs j 

4 Ace Clubs, 7 Diamonds, 6 Hearts, 6 Spades, 2 Hearts 

5 6 Hearts, 2 Hearts, Ace Spades, 5 Hearts, 8 Hearts 

6 9 Diamonds, 10 Diamonds, Jack Diamonds, Jack Heai 


RAPTORS RAPTOR 1020 
SONICS SASQUA 7785 
NUGGETS ROCKY 0201 
HORNETS HORNET 1105 


ALL BIKES. 


i TRACKS 


C-Left, Z, L, R, C-Dc 
INSANITY LEVEL- 






















HUMAN DOMINATION 
OR BUG INFESTATION? 


yours. Equipped with the 


A«!aim 
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